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Encore is a new company specifically sel up to 
bring you the top-selling games from renowned hit- 
makers Elite, stylishly re-packaged and re-promoted At 
the incredibly competitive price of £1.99. A winning 


combination! 


Our first five releases - Airwotf, Bomb Jack f 
Battleships, Saboteur, and No. 1 hit Frank Bruno's 
Boxing - reflect our policy of picking only the very 
best Elite games. They're sure to be blockbusters all 
aver again at this knockout price. 

So why not stock our classic titles? From the 
moment they make their debut on your shelves, your 
customers will he demanding an Encore 
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Based on Sega's superb Halls of Kairos com op game 
you must fre^those held captive by the great Satan, 
KAIROSi himself. Punch down the doors and 
explore the maze of halls and passageways that 
“hold the key to extra energy and speed. Release 
those held captive behind vast mirrors and see 
yourself transform into an invincible fighting 
warrior. Watch out for the deadly 
henchmen, avoid the fireball hurling witches 
punch the fire breathing deer's headH^kwatch your 
enemies disappear. Alone in battle JffflHffist enter the 
mysterious and supernatural woW of Kairos. 
DETERMINATION, DEFIANCE, DESTROCTION,., 
THAT'S ... 


Out of the arcade into the computer... a fury of havoc 
and destruction straight from the Halls of Kairos . 
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Consultant! Lid Ortiw by cheque card by sending 
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As part of our continuing development of innovative software we are always happy to evaluate software sent to us with a view to publication 


Manoeuvre your lone 

battleear Marauder through \ 

spinning, eye-pods, bouncing bombs \ 
and electro-hoverers. Marauders massive 
laser cannon crash-firing all defences to 
oblivion. As Captain C,T Cobra you are 
determined to retrieve the jewels from eternity's 
remorseless grip. 

Another stunning shoot-em-up f 
from Hewson! 
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No doubt you've already disco- 
vered Another Day At The 
Arcades: The Book - I hope you 
like it! One thing that struck me 
when I was putting it together was 
I he distinct lack gf new ideas com- 
ing from the manufacturers of 
video games. Most ot the dedi- 
cated games released over the 
past six months fall into two 
categories: clones or sequels. 
Clones are the mom abundant - 
just look at the range of Kung-Fu 
Master, Ghosts 'n ’ Goblins and 
Rotting Thunder rip-offs covered 
in l h e booklet . ft has to be said that 
they're fun to ptay, but f for one find 
their appeal very short-lived - the 
graphics and sound might be dif- 
ferent, but the gameplay is the 
same . . . 

On the other hand,! confess that 

I find many of the sequels absorb- 
ing and worthy of more than a few 
ten pences - particularly Bias- 
teroids, which I play whenever i 
can. Other enjoyable games i n the 
sequel category include Arkanoid, 
Return of the In traders fa report on 
that gem in the near future), i Pac- 
Mania and Gaiaga '38. i suppose 
the reason why they're fun is that 
they're rehashes of game ideas 
wh ich ha ven ' t been used for years 
- so it's almost like playing some- 
thing new! However, there's 
nothing to beat an original game- 

I I gives you a chan ce to get the old 
grey matter working as you get to 
grips with the concept and suss 
out new game playing tactics: 
playing a clone, or indeed most 
sequels, just i n vo Ives ad apt ing old 
strategies. 

I'd really like to see Some new 
game formats - A Robot, Eugene 
Jarvis’ creations (including Must, 
Robvtron 2094 and Star gate) and 
Oii (‘were imaginative products. If 
you could combine that sort of 
new idea with today's amazing 
hardware, you could end up with 
some incredible new games. 
Here's hoping* I suppose the best 
Thing to do is wait for CD-I enter- 
tainment to take off - I think that' 1 1 
be a real breeding ground of new 
ideas. More of that at a later date, 
though, 

Goodbye, and thanks for all I he 
fish . . . 


Julian Rignall 




UNDER THE 

BAUD-WALK 


LIVER-FLUKE HUNTING 
LEGALISED (Republic of 
Egomania) 

GRAND SLAM Gargantuan STEPHEN HALL 

invtles me to an underground hunker which is a 
stone's throw from MASTERTRONtC's 
head qua rters , Th is is ( h e pi ace where he pi ics me 
with uncountable bottles of plonk, a box of 
Communist cigars, some limp salad and a slice 
of dead sheep in the sad hope of getting some 
free co vers ge UNDER THE BAU DWA L K . Not a 
r h ance Steviepooh s . I 'm not going to tell ZZA PI 
readers that you've just bought the rights to 
World War HI, Simon Harvey's lesser intestine 
and the Olympic Gerhil Vaulting finals without 
my usual conditions; namely, and to whit, an 
open cheque made out to the Hod Cousens 
Psychotherapy Appeal, Spring is in the air. 
Grand Slam is in the pink, my head is in the sink 
and I 'll never touch another drop until opening 
lime. 

FESTIVAL OF THE HOLY 
MACKEREL (Falkland Islands) 


GREMLIN GRAPHIC'S latest full-page adverts 
are extremely impressive, what with" Norman 
Tebbrt peering out from behind the artist's 
impress ions of Hercules and (flood Brother, but 
I would like to issue some serious warnings, 
Firstly, m the interest of accuracy and to prove 
that I had a Classical education at one ofthe most 
exclusive private schools in England (Borstal), it 
was not Hercules who fought the skeleton 
hordes, hut Ulysses,, also known as Odysseus, 
a I &□ k no wn as Kirk Douglas , Second I y Here u les 
d i d not kill the M i n orau r either, [hat was done by 
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a geezer named Theseus, also known as Sean 
Connery if you've seen Time Band its. Sorry 
Gremlin, hui the Twelve Labours of Hercules 
were much more down to earth, and included 
cleaning large amounts of horse manure, 
h anging a bo u i G i bra I ta r a n d Moroc co and f i I ling 
in VAT returns, As for Blood Brothers, players are 
not recommended- ro slash their wrists and mix 
their blood as indicated. This can lead (o nasty 
things like Tetanus, hepatitis, AIDS and dirty 
cuffe, and you should on|v slash your wrists in 
dire emergencies: such as being stuck in a lift 
with anyone weari n g a bea rd n am ed T i m .. As for 
the Blood Brothers' battle cry of 'death to the 
Scorpions' (sic), I always thought that Gremlin's 
IAN STEWART had forgiven me for that little 
incident with the medical device on the end of 
the microphone, and would remind him that 
some of the loveliest peo pi e who ever I i ved were 
born under the sign of Scorpio, Not lovely folk 
like me, but also lovely folk fike PAULINE 
leather J GARSDEN of tnfogranres and 
CORRINE 'whip it out' RUSSEL of Vixen 
notoriety are Scorpios to a man. 


ST PADDY'S DAY (Scotland) 


I don't mind admitting it,, gentle reader, I'm a 
polyglot, As I sit here dropping fag ash all over 
my thought processor, I continually dive into 
LOCOMOTIVE SOFTWARE'S Loco Script 
foreign language disc ro check out the odd exotic 
phrase or two. So far they've provided me with 
a Spanish version (Poco Script), a Danish disc 
(Porno Script). American (Cornp Script), Italian 
(Cornetto Script), a Francais option (French 
letters), and a German dictionary that responds 
wi t h ' ve ask ze q vesiio n s ' every time 1 1 oo k up a 
word. But I am thrilled to discover that 
Locomotive's marketing Director HOWARD 


FISHER is about to supply me with a Welsh 
version! Trouble is Mr Fisher has so far found it 
i n i possible to toe ate a Welsh d ici i-ona ry on d isc , 
and asks anyone who has such a thing to give 
him a bug on 030b 887902 I once knew a pair 
of charming Welsh twins, named Helen Bach 
and Honor Bach. Or did l just make that up 1 ? 
'Ffucddyfi cynremrnembr', as ihe Welsh would 
say. 

CRAIG MACHIN 
REHABILITATION DAY 
(Planet Bovril) 

As honorary President ofthe Nostril Exploration 
■ Society I hereby make the strongest possible 
protest against the trivia iisatinn of out sport. 
Some cut-price outfit calling itself TOP TEN has 
infested Woolwortb with five assorted packs of 
software, retailing at the ludicrously cheapo 
price of £2.99 for four games, and titled oogies 
Super Pick. Alright, I ad mit that so me of rhe titles 
in 3 heso co nip i I aliens \ i ke Herberts Dummy Run 
and Black Hawk probably did come out of 
assorted bodily orifices, but to mock the noble 
art of proboscis probing is not to be sniffed at. 
These turgidly snotty compilations have really 
pur my nose out of joint, especially as t once 
released a compilation of thirty titles on one 
cassette for a fiver, called The Best Possible 
Taste. I wonder if anyone has beaten that for 
cheap skateryf Being nosey, I'd love to know. 

ANNUAL PONYTAIL CULL (St 
Julian's Day) 

So TELECOMSQfT have gone even softer, and 
announced its forthcoming Ninja Scooter on the 
Silverbird label I mean we all know about 
Government cutbacks, but squeezing a kick 'em 
up into a BMX simulation seems a bit drastic. 
Where will it endf Ikari Pink Hintstone Chess 
Spreadsheet Warriors Pong. Matter of fact, it 
seems quite a good idea, Speaking of which, 
here's to CODE MASTERS and their Race Against 
Time, al I p rof its to Sport A i d '8 8, h u y your copy 
1 muted i ately i n stead of a n oth e r revolting d ouble 
whopperburger (this meal destroys rain forests l 
and filthy fries. I love the choice of the American 
negro Jesse Owens on the sleeve insert, (he was 
the multi gold medallist who ruined the Nazi 
Olympics for Herr Hitler in 1936), I loath the 
Pete r Ga br ie! m usi c fealu red wit h the game , a nd 
I forgive anything that is intended to help starving 
children, abused kids and our disabled brethren. 
Let us hope that a similar charily project can be 
set upas quit: kly a s poss i bio to save a 1 1 1 hose poor 
unfortunate chi ldren who are forced to labour for 
Newstield Publications, in conditions that would 
make Mother Theresa of Calcutta say 'crikey! 1 

LONGEST DAY (Sir Robin 
excluded) 

Did you know that POWER HOUSE supremo 
ASHLEY 'soft 'n ' cuddly' H I LDER BRANDT 

t hi n ks that h is Ga mos PI a ycr of the Yea r c o m p i s 
'a great Idea' and 'lots of fun' as well as 'the 
Wimbledon ofthe computer games calendar,' 
And here was 1 thinking that Wimbledon was a 
bit of a racket w ith a load of faaFIs , D id you know 
that five hundred million quid is Inst by British 
businesses every year, because of software 
'riddled with errors and lack of expertise' 
according to t fie Department of Trade and 
I nd US try. Sou rtds j usi like t fie Ba u d wa I k , doesn't 
it. Did vou know that former ZZAP! 64 men nf 
letters CJARAN BRENNAN and jqHN MINSON 
c orner ed vours truly at a rec en t press la u neb a nd 
chanted the greeting 'scab! scab! scab!' in a 
gesture nf solidarity with striking seamen. At 
least. I think that's how you spell 'seamen', Did 
y o u know that I h ave co me to the bottom of I h is 
page without insulting CKl once! I must be 
slipping. 
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INFILTRATOR II - THE NEXT DAY 

I 147* A I _l Am a . — 


US Gold, £9,99 cass, £14.99 disk, joystick with keys 


J ohnny Jimbo-Baby' McGib- 
brts is a man who doesn't 
know the meaning of the 
word ‘fear 1 . But this is about the 
only word he doesn't know the 
meaning of, for Mr M is an 
accomplished surgeon, scientist, 
sportsman, combat helicopter 
pilot and adventurer whose run-in 
with a certain Mad Leader was the 
subject of the first fnfiftraforgame. 
After successfully accomplish- 
ing that mission Johnny's life had 
lost ail its challenge, until he was 
informed of the re-emergence of 
the Mad Leader and his fiendish 
cohorts. Once again, Johnny pre- 
pares himself to become . . , The 
Infiltrator. 

Each of Johnny’s three m issions 
is split into two parts - a helicopter 
flight ’simulation 1 followed by 
ground installation infiltration, but 
chopper-shy adventurers can 
begin play in the second half of 
mission one.. 

After taking his seat in the Gizmo 
□HX-2 attack helicopter, the 
player peruses the plethora of 
instruments before him. These 
comprise the standard flight-sim 
items, such as altimeter, airspeed 
indicator, artificial horizon, 
tachometer and compass/ direc- 
tion finder. On take off, this last 
item is fed a value given by the 
flight computer so the pilot can be 
given a prompt as to which head- 
ing to turn the chopper to. The 
computer terminal screen also 
Shows a map of the area and 
reports on helicopter systems 
damaged by enemy fire, for the 
Mad Leader's forces are also air- 
borne and ere looking out for 
infiltrators., 

Jet interceptors which couid 
belong to allies, enemies or just 
plain psychopaths frequently fly 
past the DHX-3, Unless Johnnie 
wants to engage in battle, contact 
has to be made with the other pilot 
to determine 'whose side he is on. 

If his codename gives him away as 
an enemy, Johnny needs to send 
back the enemy call-sign OVER- 
LORD, while allies should be given 
the call-sign INFILTRATOR. In the 
event of a dog-fight, the DHX-2 is 
armed with cannon and heat- 
seeking missiles, and makes use 
of chaff and flares for defensive 
purposes. 

When the player reaches his 
preset destination, he lands (care- 
fully) and starts on part two of the 
mission, the object of which is to 
penetrate security and access an 
Jtem vital to the Mad Leader’s 
plans, The screen shows a bird’s 
eye view of each part of the base 
complete with minefields, build- 
ings and guards. Johnny is dres- 
sed as one of the Mad Leader's 
iackies and has some forged 
papers so that he can walk through 
the base almost unhindered. 
Shouid he get too close to a guard , 
though, Johnny may be recog- 


nised and asked to identify him- 
self, which can lead to his capture 
if a flaw is spotted in the papers. 

To avoid a premature end to his 
lifespan, Johnny also carries a 
sleeping gas spray and a set of gas 
grenades to stun guards, as well 
as a mine detector to help him 
negotiate booby-trapped areas. 

Walking inside a building 
changes the display to show a per- 
spective view of each room 
around which the player moves 
Johnny, avoiding patrolling guards 
and searching furniture. Filing 
cabinets contain useless and use- 


fui items, ranging from bottles of 
vodka (which make Johnny rather 
confused) to extra gas grenades 
or security passes (to open the 
doors to secret laboratories). The 
player keeps track of what Johnny 
is carrying on an inventory screen 
which also shows the number of 
grenades and the amount of 
sleep-spray remaining. Below the 
location view is a map of the build- 
ing which gradually builds up as 
progress is made through the 
labyrinth of rooms, 

Once the installation has bean 
thoroughly infiltrated, it’s time to 


► Match atalk man and matchslatk cats and dogs constantly 
patrol the compounds 



At first I thought I’d loaded Infiltrator I by mistake, but 
on further play I discovered that ft was the 
sequel . . much to my disappointment The origi- 
nal Infiltrator was pretty good when It was released 
a couple of years ago, but It’s now looking pretty 
dated. The sequel is virtually Identical, with only a few minor 
changes over the original. The game has a nice Sense of humour, 
but for me boredom set In very quickly- 1 saw Stall two years ago. 
Those who don’t have Infiltrator in their collection might And this 
package worth the money — they’re both enjoyable arcade adv- 
entures - but otherwise I’d give them a miss. 



The first thing to strike me about Infiltrator II was the 
exact similarity between it and its predecessor. In 
fact, If rt weren’t for the mew missions being quite a 
bit harder, I would have said that there would be no 
T, P?' 11 * ,b. u y* n 9 tttta game if you already had the first 

The difficulty level Is set too high and after several frustrate a 
hours at the joystick, I still couldn't finish mission one, due to 
sheer bad luck. Because guards are placed randomly In rooms, 
one can be sta nding right by the door as you enter a room, so you 
have no Chance to avoid death If the alarm Is active. The first 
mission, which requires the player to find which of four 
laboratories contains the chemical to neutralize a vat of nerve 
gas, is marred by the fact that the contents of the laboratories 
change between games, and only one chemical isn't conducive 
again G,COurso ' al * t* 1 *® means starting the mission 


run back to the chopper and take 
off for home base, where Johnny 
wilt no doubt be informed of the 
Mad Leader's next fiendish plan 
which only one man can stop . . „ 
and we all know who that is goinq 
to be. ' * M 




I wasn’t all that 
keen on Infiltrator 
(mainly because i 
bought the cas- 
sette version), 
and this isn’t any real improve- 
ment. Admittedly It's a lot her- 
der and provides more of a 
Easting challenge, but visually 
and aurally there’s very little 
difference. The graphics and 
sound are more or less lifted 
straight from the original, but 
at least this successor has 
retained the same appealing 
line In sarcasm (though even 
this wears a bit thin after a 
couple of unlucky captures). 
Apart from the multi load, the 
presentation is decent, with 
the option to start directly on 
the second stage being a par- 
ticularly good Idea. The only 
real fault is with the gameplay: 
the missions aren’t overiy vari- 
ed, and the stages within the 
missions aren't very exciting - 
much the same problems ( 
found with the original. If you 
haven't seen either version, 
then this package could be 
worth a look; If you've got the 
original and didn't find rt too 
hot, then steer clear 


PRESENTATION 72% 

Good overall presentation with 
the major exception of a fonq 
mult | load, 

GRAPHICS 66% 

Valiant in quality, generally 
deteriorating as missions prog- 
ress, 

SOUND 39% 

Not a lot, apart from mediocre 
sound effects, 

H DURABILITY 71% 

The idea of a combination of 
flight-sim and arcade adventure 
is compelling. 

LASTABILfTY 51% 

Lots of infiltrating to do. but the 
frustration element quickly 
induces a cerebral haemorrhage 
in the player. 




A sequel which only differs from 
the original in its missions being 
much harder. 
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1 this fabulous arcade convert 
sion is definitely from GO!, so 
try and forget ail their previous 
naffness, because this much 
maligned company has obvh 
ously turned over a new leaf. 
Sprites and backdrops are 
very good indeed, but the 
game f s most striking feature is 
its array of unbelievably good 
soundtracks. The most accu- 
rate appraisal 1 can give Is to 
say that they’re simply the 
most Imaginative and well- 
implemented pieces of music 
I’ve heard on the Commodore 
since Rob Hubbard left these 
shores. Get your earn into gear 
and salza through level one to 
the accompaniment of a 
strange blend of Latin- Amer- 
ican and ELO riffs. Also on the 
musical menu are a 70s TV 
detective theme soundalike, a 
mellow metallic track, and a 
tense war movie piece. Amaz- 
ingly* the quality sounds are 
matched by the game play, and 
the combination of swingab- 
oyt and shoot ’em up ts 
accomplished in fine style- 
This is horrendously good fun 
and I'd recommend it without 
reserve. 


loses a life. 

The player is equipped with n oufcrop and pulls the player up or parachutes periodically dropped 

rifleand an extendable claw: push- swings him accordingly Weapons as progression i*. made rhe c ;r> are 

mg the joystick in an appropriate and other useful equipment (such picked up by walking over them or 

upward direction and pressing fire as a device to speed up arm move- using the extendable arm. 

attaches the claw to the nearest merit) Fire collected by shoaling The levels are loaded in pairs, so 

► Frenetic shoot 'n' swing flttiort ioGOI's Bionic Comoiflorfo 
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jQk brilliant release tias been long overdue from GO! T and this 
*T* more than makes up for the dearth of quality up to now 
The mostoutstanding impression fe made by the superb music: 
every piece from the funky metallic bashing of the title track to 

^LSSES ^ of lh * fim stfl S9 fa brilliant! 

Mndscap(?s are all detailed, different 
and colourful, but things get a bit obscure at times as your 
character clashes wrth some backdrops; the main sprite is 
compact and hjs extendable claw is effectively done, Gameplay 
is simple and not all that difficult: once you've got the hanp of 
Whern to go and when to make a move, quite straightfor- 

then th * re ' s P'^tV of blasting action and 
swinging to do; if you re looking for a neat conversion that 
captures the atmosphere of the original and is compelling in its 
own right, Bionic Commandos hits the mark J 


/LA. 

<sfal 
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T he programmers of Bubble 
Bobble have turned up 
trumps again with a superb 
conversion of this little-known 
platform arcade game. It 
doesn't look particularly 
impressive - the sprites are a 
littfa indistinct and some of the 
backdrops,, although nicely 
coloured,, are unclear - but it 
plays extremely well. The 
extending arm is a brilliant 
idea, and Software Creations 
have captured just the right 
so rt of inertia on the swing, so 
you can get the Commando to 
grab a support, leap across 
chasms and retract his arm to 
land safely on the other side 
before he swings back and 
falls to his doom. As well as 
climbing up the landscape, the 
Commando also blasts sol- 
diers and avoids the attentions 
of giant robots, kilter bees and 
robotic dogs as he battles 
through six challenging and 
frenetic levels. Supporting the 
gameplay are six incredible 
soundtracks - each one is as 
individual and innovative as 
the last. If you're looking for a 
fast and addictive game, 
swingalonga Bionic Comman- 
dos. 


► This jungle is no place for ih# l arm -hearted 
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progression from She second 
multi loads the third and fourth 
levels Each section is separately 
tnled. has a unique style of land- 
scape and theme tune, and poses 
individual problems, 

The first stage comprises forest 
terrain, crawling with armed 
guards: other hazards include 
birds, deadly plants and killer 
bees- the second involves scaling 
a large fortress guarded by heavy 
cannon, crate and grenade-throw- 




mg soldiers. In the (bird section 
creatures eat away the pipe work 
stray pipes being fatal; the Controi 
Tower makes up the fourth, with 
huge metallic barriers to open and 
bomb- dropping helicopters and 
hoppmg robots to avoid The final 
stage involves stopping the Hirs- 
ute before its launch, swarms of 
guards on constant patrol. 

PRESENTATION 79% 

Friendly and unobtrusive mul- 
tiload, highscore table and 
polished display, 

GRAPHICS 80% 

Colourful and smooth eight- way 
scrolling backdrops and com- 
pact, neatly animated sprites, 
but a slight tack of clanty overall 

SOUND 97% 

Five superbly psychedelic in 
game themes, a brilliantly fgnky 
title tune but no spot effects. 

HOOKABILITY 92% 

The combination of visual and 
aural effects complements the 
initial ease of progress and 
enjoyment of exploration. 

INSTABILITY 85% 

Only five levels, but completion 
is a difficult and enjoyable task. 

OVERALL 90% 

By far the best GQi conversion 
so far, and another great, arcade 
conversion by Software Crea- 
tions. , 
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CBM 64 1 29 9.99c 1 1 .99d 
spectrum 8.99c 
AMSTRAD 9 .99c 1 4 .99d 


ATARI ST 19.99d 
amiga 24.99d 
IBM PC !9.99d 
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GO!, £9.99 cass, £11 .99 disk , Joystick with keys 

A t the beginning of the 31 st 
Century, iazer tag is the 
world's most popular 
spori. Its participants are serious 
devotees, constantly practising 
for fame and fortune at the Larer 
Tag Training School. Entering as a 
mere Rookie Cadet, your aim is to 
attain Legendary status. 

The game comprises six verti- 
cally scrolling levels, starting with 
Neophyte (beginner) and advanc- 
mg to Duellist; each stage contains 
opponents, obstacles,, reflective 
surfaces and refractive blocks. 

Above and below the playing area, 
status displays reveal the player's 
score, time remaining,, tags 
received, and stage reached. 

Each level is divided into two 
runs, played against a time limit of 
250 units; if this limit expires one of 
six fives is lost, and the timer 
begins again from 59 units. The 
first run (Shoot Out) involves blast- 
ing opponents and ground fea- 
tures on the way to reaching the 
end-of’ level checkpoint; the sec- 
ond (Target) is similar, but the 
computer guides the cadet's 
eight-way movement whilst the 


' Once again 

A Probe prove that 

■ they're incapable 

Of producing a 
good toy tie-in. I 
would have thought that a 
Lazar Gun would be ideal sub- 
ject matter for a computer 
game. Obviously the desig- 


ners don't think so, sfnce the 
resulting game consists of 
running through six short 
levels of totally uninspired 
action. The graphics and 
sound are bland, with samey 
backdrops, poor sprites and 
uninspired effects, and there's 
nothing in the gameplay to 
keep you engrossed longer 
than s couple of sessions. Just 
to make things worse, the 
game is easy to master - so 
even rf (by some remote 
chance) you enjoy the game 
it's unchallenging nature 
means that boredom soon 
creeps in. 


This is a very uninspiring translation of the toy. For 


? 5tartj rt on| y has six short, very dull and very similar 
te ve s; if the g ameplay were a ny more thril ling , this 
wQUidn t be too much of a disadvantage, but the 
anrf (yawn) involves walking around, shooting 

and getting bored. The visuaf and aural appeal is equally limited 
since the graphics aren’t significantly different, the sprites are 
poorly animated and the sound consists of a limited number of 
Standard spot effects end a whining tune, The presentation is 
OK, but the two-player option is stupid, since the second player 
only starts when the first has finished. Try the other GO! products 
this month: this isn't worth the effort. 

Just a few more steps will get our lazar-toting hero to his goal 


isnactartses GQ! s s Interpretation of 

this strike the player's tag, a life is 
lost. Shooting spinning terminals 
doubles or quadruples the player's 
fire rate, shooting opponents 
increases score, and collecting 
equipment awards bonuses for 
time, score or lives at the end of a 
level. 

The landscape is used to the 
player's advantage: reflective sur- 
faces deflect the laser fire accord- 
ingly, domes divide the beam into 
two and pyramids split it into four. 


ing skill. 

Opponents include other 
cadets, roving helicopters and 
multi -terrain vehicles, all of whom 
unleash invisible laser fire: should 


PRESENTATION 70% 

Gne/twoplayer option and a 
choice of m u sic or sound effects ; 
bland presentation on -screen 

GRAPHICS 59% 

Average sprites couple with 
unusual but basic backdrops to 
produce an overall impression of 
dullness. 

50UND 54% 

An odd and annoying tune i s the 
only alternative to mod iocre spot 

HOOKABILITY 39% 

Originality and action are thin an 
the ground, and play soon 
induces boredom 

INSTABILITY 18% 

The lack of thrilling gameplay 
and limited number ot levels' 
cripples lasting appeal. 


OVERALL 22% 


A tiresome, unexciting and 
unspectacular shoot 'em up. 


get ready 
PLAYER DNE 
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THE GREAT GIAN A SISTERS 

GOf/Rainbow Arts, £9.99, £11.99 disk, joystick with keys 

•Rainbow Arts' cut®, colourful and immensely p Jay able Super Maria Bros variant 


ne night, when little G ian a 
from Milano was tucked up 
in her bed and sleeping 
fasl, she had a mysterious dream. 
Through the swirls of a dark, deep 
dreumscape she su-ddeniy tound 
herself in a strange land of traps, 
tricks and mule valent creatures. 

To escape this weird world of 
imaginings,, Ginn a passes through 
its 32 levels in search of a great, 
magical diamond. These stages 
are set either above or below 
grow nd and scroti horizontally from 
ught to left. Each one is completed 
within 100 seconds, otherwise a 
life is lost. Seconds remaining as 
the end of a level are multiplied by 
ten for a bonus. 

A status, strip a! She lop of the 
screen displays the score, crystals 
collected, lives remaining, current 

I Some deH tiptoe work is 

required tg negotiate these 
hazardous obstacles 


stage and time left. Crystals are 
collected in three ways: head-but- 
ting beige coloured rocks, picking 
them up loose or by hitting ordi- 
nary blocks, some of which yield 
three jewels or more Gathering 
100 crystals rewards the player 
with an extra life to add to the initial 
three. 

The landscapes consist of plat- 
forms and obstacles, Giana jumps 
or runs left or right to negotiate the 
hazards , which include holes, fire 
pits, spikes and pools ot water, all 
of which forfeit a life should they 
be touched, However, all is not 
what it seems at first, s<nce some 
holes lead to secret rooms piled 
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Be war v the loathsome lobster 
at the end of lave! two! 
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A fter seme initial hiccups - I 
or should I say gigantic 
| burps - things seam to be 
looking up for GO! Great Giana 
Sisters is a clone of the utterly 
I superb Super Mario Bros, and 
although it isn't as good as 
Nintendo's classic, it's still 
both incredibly addictive and 
tremendously playable. There 
are plethora of hidden 
bonuses and rooms to dis-| 
cover across 32 action- 
packed levels, and just to keep 
you on your toes, there's also 
a strict time limit! Great Giana 
Sisters isn't just fun to play - it 
looks good too! Nicely ani- 
mated ’cute’ sprites and 
sfrange backdrops work 
together perfectly to create a 
strange dream-like world — | 
some of the creatures and 
objects are really weird. Any- 
one lucky enough to have 
Super Mario Bros won't find this 
particularly appealing 

because SMB is far more 
refined, but for those without, 
Great Giana Sisters offers a 
fiendishly playable platform 
game that'll have you burning 
the midnight oil for weeks. 


high with magic crystals; a pro* 
cess of trial and error reveals 
which holes are fatal and which 
magical. 

Alien beings, disguised ascuie 
On a c u del y creal ures such as gi an I 
bees, lobsters, wriggling worms 
and bouncing blobs, wander 
around the landscapes intent on 
their own business. Contact with 
any of these is fatal, but they are 
easily destroyed by squashing 
them from above, shooting them 
with dream bubble s or annihilating 
large numbers with a smart bomb! 

Weapons and ex fra features are 
collected from beige blocks to 
allow safer passage through the 
dreamscape: the first of these is a 
firewheel which franstorms sweet, 
well-behaved Giana info a punk 
who head-bu^s bricks. Weaponry 
is supplied in the form of a lightn- 
ing bolt (dreambubbles), double 
lightning (dream bubbles which 
rebound off obstacles to be 
caught again) and strawberries 
(dreambubbles which home in on 
their victim). 

Other features are activated 
with the space bar and include a 
clock which puts creatures to 
sleep lor a short period magic 
bombs, a water drop (prelection 
against fire) and a lollipop, which 
yields an extra Jifa. 
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1 hla fa one of the moat addictive arcade adventures I've ever 

gamepM 

basic collect end shoot action la brilliant In Keelf, with great 


ft's amazing! The 


just fabulous; the 


graphics and a wide range of weapons and extra features to 
collect, but on top of this there are loads of secrets to be disco- 
vered. You can play the same level for ages and then suddenly 
discover a bonus room packed full of jewels, or heed-butt an 
apparently ordinary block only to find it yields half a dozen 
crystals. With 32 levels to complete there ate enough surprises 
and bonus sections to satisfy anyone: you can even walk along 
the top of the screen if you want to! The visual impression is Just 
great: Giana and her slater are cutely animated and neatly 
drawn, the enemies are designed for maximum appeal and the 
backdrops are diverse, colourful and deviously laid out. The 
sound might seem a bit twee at first, but it suits the game's jolly 
tone perfectly, and is certainly not annoying. It's the best game 
of Its type since Bubble Bobble, and there can’t be many higher 
recommendations than that 


That ‘orrihla Dwl ia about to start '□wijn r 
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Q earing in mind the 
D immense success of Super 
Mario Brothers, I’m surprised 
that no-one has tried to emu- 
late its format before. Though 
it isn't en exact copy of said 
blockbuster, Great Giana Sis- 
ters manages to recreate the 
aura of cute platform play 
which appealed to so many 
gamers, and hence the game's 
appeal Is really quite astound- 
ing. Something which this 
game has borrowed from the 
arcade is its surprise bonus 
blocks and treasure rooms, 
and it's always very satisfying 
to come across a block jam- 
packed with crystals, Car- 
toonesque sprites and mus- 
h roomy landscapes fit the bill 
perfectly as does the excel lam 
background music. Minor 
deficiencies which are 
brought to light in the compari- 
son with SMB, such as the 
slightly tricky jump control and 
I the post-mortem resetting of 
the crystal counter, may im- 
itate true devotees of that 
classic, but less discerning 
platform addicts should be 
well pleased with what is a 
i thorough ty entertai ni ng g ame. 


PRESENTATION 95% 

Two-player option, a multitude 
of bonus screens and surprise 
features , with a high score table 
saved to disk. 

GRAPHICS 91% 

A wide range of appealing 
Characters couple with brightly 
coloured and varied backdrops 
to create a su perb cartoon-q ual - 
ity atmosphere. 

SOUND 77% 

Acute tune and appropriate spot 
effects jolly along simultane- 
ously. 

HOOKABIUTY 95% 

The simple, appealing gamed ay 
Is Instantly addictive; the brilliant 
visual and aura l impression is the 
icing on the cake. 

LAST ABILITY 95% 

The 32 level & are only the beg in- 
nine; many more secret rooms 
and mysterious features are 
there lo be discovered . , , 

OVERALL 96% 

A fabulous, compelling and con- 
stantly rewarding arcade adven- 
ture. 
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P ull on your skates, put on 
your shades, jam on your 
cap and get down to the 
local multi-storey car park where 
your prowess on eight wheels is 
put to the test in the 'Car Park 
Challenge'. 

As a skater who wants to prove 
his def-ness and improve his 
street cred, the player grooves his 
way around one level of the car 
park which has been turned! into a 
multidirectionally scrolling arena 
for the gladiators of roller racing. 
The skater has cans to kick over, 
litter to collect and obstacles to 
avoid in the shape of cones, 
ramps, sand, bouncing balls, 
flying frisbees, mazes of tyres and 
rocks, and even other skaters. 
Finishing each level is a battle 
against t ime to negotiate a series 
of gates in a set order, the next 
gate being signified by a row of 
dots which flash between its flags. 

To complete each round suc- 
cessfully, though, suitably impres- 
sive stunts and tricks are carried 
out to appease a set of f ou r j u dges . 
These each have a card which they 
periodically display at the bottom 
of the screen, notifying the player 
of his progress. When the player's 
energetic jumping skills have 
gained enough points to qualify, 
he skates through the finishing 
gate and has his performance 
rated- Failing to qualify forces the 
player to skate around the carpark 
against the dock, picking up a set 
number of pieces of titter. Beating 
a level allows the player to skate to 
the level's exit ramp, from where 
he chooses to move up to the next 
level or leave the oar park and 
move onto the next part of the 
game, 'The Skate Crazy Cham- 
pionship Course', 

This section of the game is a 
race against time over four hori- 
zontally scrolling cityscapes of 
platforms and ramps, with the 



Skate Crazy 

sports some very 
impressive 
graphics and 
sound - the back- 
drops are very colourful and 
the sprites are almost car- 
toon-quality. The first section 
is vary enjoy able, a sort of Obs- 
tacle race over a mu bidirec- 
tionally scrolling backdrop. 
The going is pretty tricky at 
first,, with a pleasantly frustrat- 
ing control method, but perse- 
verence reaps rewards, and It 
doesn't take long before the 
skater is zooming around 
under full control. Unfortu- 
nately the second part, the 
horizontally scrolling dodging 
game, isn't so appealing due 
to the repetitive nature of the 
gameplay - it's good fun at 
first, but you end up doing the 
same moves over and over 
again. Having said that. Skate 
Crazy is still well worth a look if 
you're into whacky arcade 
games. 


Though it isn't quite as brilliantly animated, well pre- 
sented or varied as EAT, Skate or Die. this latest 
Gremlin offering is an addictive and enjoyable addi- 
tion to the skate sim range. Visually, it's very smart, 
even if the main character tacks in frames of anima- 
tion: the snippets of parallax scrolling work very well, the back- 
drops are detailed and (usually j very pretty and the overall effect 
is cute and colourful. In both sections your character picks up a 
fair turn of speed, end jumping over predetermined or random 
obstacles or performing tricks for points is an immediate pull. 
The multiload is nicely implemented into the game structure, 
since it simply means flipping the cassette with all current scores 
saved for the next level. Once you've mastered the slightly 
unfriendly controls on the horizontally scrolling sections, there's 
plenty of skating action to be enjoyed. 


The awkward control method makes moves like this pretty 
impressive 



w j' The best thing about this game is undoubtedly the 

^ very well drawn g raph ics a nd their tm p I ement at i on. 

p The parallax scrolling in the second game is pa rticu- 

r ™ larly effective and contributes to making this an 
impressive package, I have to admit that I found the 
game slightly over-difficult, due to some pretty tight time limits 
in the first part and a tricky control method in the second. Build- 
ing up sufficient speed to leap obstacles on the Championship 
Course is difficult because it's so easy to crash and interrupt the 
flow of my joystick waggling. The ability to cavort around the car 
park challenge course amongst tyres, cones, and ramps Is good 
fun though, and the combination of litter collecting and ramp 
jumping is nice and unusual. The cassette multi! cad wasn't half 
as tortuous as i feared and on the whole 1 think it would be worth 
a look if you're willing to part with a tenner this month, 


player building up speed on his 
skates using " a paced joystick 
waggling movement. Ground level 
obstacles and gaps in the floor are 
crossed with leaps of controllable 
strength and items at head height 
are avoided by judicious ducking. 
Birds and other creatures also 
spell doom for the heroic skater, 
unless he is able to avoid them or 
throw things at them. 

Points are scored in this section 
by picking up extra skating 
paraphernalia, such as pads, 
clothes, skates and litter. 


► imr odiueing the multidirectionatly scrolling skate pHrk: all kitted out and ready to roll 
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PRESENTATION 78% 

Well preserved on-screen but 
not many options to fiddle. 

GRAPHICS 87% 

Colourful cartoon sprites and 
backdrops. 

SOUND 70% 

Bouncy Daglish title track and 
appropriate effects. 

HOOK ABILITY 81% 

Enjoyable action from the outset. 

INSTABILITY 82% 

Basically two different games, 
but could become ultimately 
repetitive. 


OVERALL 86% 

A smart skate-aboot which is 
well worth a look. 
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/ SPECIAL MAIL \ 

/ ORDER OFFER \ 

/£5.QQ off Gary Lineker's Footballer of 
/ the Year Board Game - NOW £9.99 

Please send me copies of 

Gary Lineker's Footballer of the Year 

(Cheque*, mode payable (o Gremlin Grophki) 
NAME 


>r\ 


CBM 64/128 
£9,99 

TAPI 

£14.99 

DISK 




ADDRESS 


— POST CODE: , 

Toiol Afitaunt Endaiad: £ \Ch*q^m *r OnW 

Plea se debil my Act*ii/Vj;o Account 
SIGNATURE: - DATE; 


ALL WAIL ORDER INQUIRIES TOi- 
GREMUN GRAPHICS SOFTWARE LTD. 
ALPH^OUSE, 10 CARVER ST»E6t% 
SHEFFIELD Si 4FS TIL 0742 7S342 3 


AM SIR AD 
£9.99 

TAW 

£14.99 

DISK 


SPECTRUM 

£7.99 

TAM 

£12.99 

+3 DISK 

ATARI ST 

E, & w 
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Emkn-|< n?-| [h>: oji^Tkii ques [ uf 
Ju 1 Ultima chrOTUcfei. Jr LS J Liir.lt 

amt'. Tfte ewi WrEonl Mcjniiiin, ha* 
scni forth .Hordes <if ddmontc rrtiriLt.mj 6 ? 
ravi^ge (H? once prosperous Urnis of 
Britannia. Thou art cfkf one of ufoim 
dte prophet speak The i^Ljjiipmn tiiii 
u'jLI tract Monddm into Jit? dLixiu-'.si 
depths of i he eanh h to dte furthest 

iSrothej of ipiKC and prTk! ( DO fWiguIsh 

this immvrt cdfoe 


Prepare for the Third Dart A^c. 
The Lip^.'jrance of a fiery ishmJ has 
tarnkled the. refctrifi of dark forces and 
sinister occurrences, h is rumoured 
that rhe evil force which now plagues 
Sotsano a offspring of (he Igrsg-d&Ml 
MoTtdam orkJ Mnvix, Tfte tini% clue to 
its cnnft is a word scrawled in hiiKni 
an the deck of a wrecked, sfufcr 

EXODUS. 

Once c^gum [He call for heroes as 
sounded Command a parry of four 
odivniHrerj m search of die elusive 
Exodus. 



L'lhirij u a tr jJ'.; ni.irk uf Rk hald Caiflutt 


B eyond the threshold lies the challenge of the 
greatest epic adventure of all time. 

A ward' winning Ultima is a five^part saga of 
. unprecedented magnitude and imagination. 
Your quest is always to track evil to its furthest reaches, 
but in each successive game you’ll experience an 
entirely new- and unique role playing journey 

I n the latest sequel - Warriors of Destiny you are 
summoned back to Britannia to discover the fate 
of Lord British- Success involves exploring 8 dungeons 
and over 30 towns, encountering new monster types, 
mastering an enhanced combat system, surviving 


dangerous combat and conversing with hundreds 
of characters. 

E nter this legendary kingdom at any point in 
its history. The door is always open tor heroes. 



WUG/Ni 


SYSTEMS WC. 


THE START OF SOMETHING NEW . 









Mtjrviain, Mtna* dnti dn? 
taflsfwwn Exodus fuuv finofty been 
vanquidud from du fcuwli of 
Bniiitmia. fW-e prcvaili., bwf a pcrfea. 
mortal - an Avatar - i* .vjyghr to 
conquer l-I’Vl and lead die naiidn imo & 
golden i m: of prosperity. 

With a b^rty of ddventwrens 
expire dm cities and Kmm of 
Buxatinid, n.;nv suttee? 1 [iTnfj W^er 
(bon ever Pt/br? DetTiiim, dragoni 
and i>rg.;-dt'iaJ wijardj, rrmjt be 
destroyed. 

■■ hl\ duse u'fijj achieve fhe status 
of Aualiir rait fi dui final conflict where 
die ultimate rhalienge — dtj» se-t/ - 
awaits 


The faniwuc tfoortier) 1 of du: n*-u 
uTidmaaHd entices Laxd Bnnsh from 
Bn tiinnw k> dk' uutfewff of 

Ok unknown. M>skTU7tiiJv all contact 

W [dl dlf #Oud klTL£ (Jud fui COFrtptWHlTlS 

W W f n Britannia, fern turns to 
panic when Ae group's sda sim/ii*jr 
returns with dreaded tales of die 
expeditions /dte. 

In a despLTdie cuiT to ar»w you are 
iuttjrm Tied bach t' * Brrttinntd an 
diiUH'iT die /ate I if Jjj/td BnRsIl and fcrj 

Je/eat tiie seif'rigfuetJUj tyranny dvt is 
fuunded in misguided virtues, 


Please send 

Name ( blot k caps tals) 


. copy/ies n f 


Format. 


Price 


Address 


Pbst Code 


I enclose £ including £1.00 P&R (Overseas £2. 00). Cheques payab le to MicroPtose Software Ltd. 

debit my Access/ Visa card Expiry 1 date [sjo. 


nr 


Fur mure information on the Origin range please tick host U 

ULTIMA I: CBM 64^128 £19.95; IBM, APPLE £24.95. ULTIMA III: CBM 64/128, ATARI XE-'XL £19 95' MAC 

^ LE \ ATARI ^ AMiGA £24 95 ULT,MA IV: CBM 64/128, ATARI XE/XL £19 95; IBM, APPLE * 
ATARI ST, A M IGA £24 . 95. ULT1M A V CBM 64/128 £24. 9 5 ■ APPLE £24 95 ' 


Micro Prose Ltd,., 1 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. TeL (0666) 54326. TIk: 4H22 MPS/UKG 


hh.ir, maV vary 
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WIZARD WARZ 

GO!, £9*99 cass, £1 1 ,99 disk, joystick witfi keys 


T he seven greatest magicians 
are ripe for conquer i ng , As a 
trainee sorcerer with little 
power and no experience, your 
ultimate aim is to become chief 
wizard by defeating them in com- 
bat. 

The game is played over three 
multi loaded stages, each of which 
involves combat with any of 30 
types of monster: these range 
from the relatively weak great 
wasp through such eldritch 
demons as trolls, crystal men and 
minotaurs, finally to a terrible sor- 
ceress. Fortunately, the player is 
armed with any of nine spells rang- 
ing from a fireball to a wall of stone . 

Before play commences four 
spells are selected from a fist of 
nine, their relative effectiveness 
detailed in the instructions. The 
first stage involves returning six 
items to appropriate towns in an 
eight- way scrolling landscape 
bounded by a great sea, These 
items are held by monsters which 
lurk in forests or wasted plains; 
approaching one launches the 
piayer into a combat sequence in 
the monster’s dimension. 

Both the player and his oppo- 
nent h ave three status leveis, men- 
tal, physical and spiritual; if any of 
these are depleted by the enemy's 
spells, the game ends. Success- 
fully defeating a monster releases 
an item which, if returned to its 
town of origin, awards the player 
two food points, thus replenishing 
lost energy, 

The second stage involves com- 
bat against any of 30 different 
monsters, selected by the player. 

*■ Townsareu&eful 


The role-playing 
alms of this 
cocktail of 
genres at first 
seem well 

accomplished. The instruc- 
tions iist 44 enemies and eight 
selectable spells to slay them 
with* and the screen display 
has a suitably medieval look to 
it, so fantasy gamers would 
appear well catered for. This 
impression is tainted after act- 
ualfy playing the game, how- 
ever* because of two flaws 
which come to iight after a few 
minutes' play. The player's 
interaction with the very large 
map is, frankly* silly. A small 
portion of ft is displayed in a 
roun d window which is just too . 
small to give an adequate view 
of the current location. Some- 
thing that isn't mentioned in 
I the instructions is the fact that 
the player has a pair of ten- 
league boots at his disposal 
which allow him to cross 
mountains as if they were 
molehills. Surely the different 
terrains could have had varied 
effects on the player? The 
other irksome feature is the 
way that spells cannot be 
replenished after they have 
been exhausted. In one 
encounter with a trfffid, every 
hit I took removed one of my 
four spells* leaving me with 
one option - dying - and this I 
did without remorse. 


(or setting enough food lo restore lost energy 


War is about to bo fought 

When killed, these monsters relin- 
quish predetermined items from 
which a wand, a ring and a dagger 
are required to pass to trie third 
level. 

In the final stage the player faces 
the seven Mages in order from 


miPMSbuie ntrcnarop, g wizard 

I Wolf Lord to Dragon Lord. Eac 
wizard is safe in a strong hoi 
guarded by his loathsome fami 
iars; defeating these rewards tti 
player with a battle of spei 
against their master. After defea 
ing a mage the player's attribute 
are, if not already stiff icien 
increased to match those of hi 
next opponent. 


PRESENTATION 32% 

The instructions are good, but 
the unattractive and indistinc! 
screen display rums the action. 

GRAPHICS 18% 

Jerky scrolling, minuscule 
sps ites and uninspired use of 
colour throughout, 

SOUND 44% 

The sound effects are simple anc 
soon grate, but the title theme i« 
OK 

HG0KABIL1TY 26% 


Wandering around is unrnieres 
ing and the action isdumsy, bu 
(he combat sequences are 
sometimes e n j oyabte. 

INSTABILITY 41% 

if you ignore the awful presenta- 
tion, the task is both large and 
challenging 

OVERALL 30% 

Avery poor interpretation of an 
excellent concept . 


If it weren't for the abysmal on-screen display* this 
would be compelling. The concept is excellent, 
though very much cast In the Druid mould: the 
1 1 te d range of spel Is at your com mend is off set by 
, . the hordes of horn bfe demons facing you. The game 
reFies a lot on atmosphere* generated by its graphics and sound- 
unfortunately, both are substandard. Graphically, the tiny screen 
display, minuscule sprites and jerky scrolling ruin any senslof 
power or excitement in expio ration and combat. Sonic ally the 
effects are weak and silly, with the same resultant effect The 
only raaso nab te part is the average tide track, but tan pounds is 

It ck wlthifanri? ,W S T e , d “®, nt mu9ic - lf *™' re preparad to 

0,p °' ISh ’ ' ts a reasonablo game; 
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T heir planet long since devas- 
tated by terrible war, the 
population of Armageddon 
now take refuge in colonies on the 
world's moons. Linking the moons 
and their colonies is a marvel of 
25th century engineering, a net- 
work of computer-control led 
magnetic roadways crossing 
space 


The network and its users are 
now in dire peril , because the com - 
puter maintaining the roads and 
their safety devices has run amok 
making them unsafe for traffic. The 
side panels which create the 
magnetic field and keep vehicles 
on the road are malfunctioning, 
sending large and deadly sparks 
across the road . 


i a 


The arcade Roadwers Isn't 
thing better than this could 
The graphics are terrible: f 
update is mediocre, and the malr 
drawn and bland, with minimal 
ment. The sound doesn't amount to much either Hie i 
energetic but nothing special and the sound effects a 
and annoying. Major faults fla with the control method 1 
entafion as a whole Is weak), which I 
the reaction time la too slow, and the ir 
Ing rapidly becomes boring. Even If you were a fan of 1 
version, avoid this Ilka the plague. 


Someone should have pulled the trigger on tills latest QRL 
offering . . . 

I must admit that my belief in reincarnation was flag- 
ging but Trigger Happy has changed all that The 
soul of Thundercross ftasn 1 


i*t returned to Earth In the 


farm of a cute tittle rabbit or a wriggly earthworm, 
but as Its own twin brother. The awful gaudy colour 
schemes, jerky scrolling routine end chunky graphics {which 
make this game distinctively CRL) haven't changed at sJL 
Game play has changed, but only slightly, with the addition of a 
strange shield replenishment system, and the feet that hours of 
practice to get to a new level could be wasted If you steer your 
capsule down one of the many dead ends. The difference betw- 
een levels, though, is minimal and there is no compulsion to play 
more than a couple of games. I’d be quite happy to pull the trigger 
on this one. 
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The task of destroying the blue 
rogue panels has been given to 
two robot battlespheres, each of 
which is placed under a player's 
control, The battlespheres are 


ROADWARS 

Melbourne House, £9.99 csss, £1 1 .99 disk, joystick or keys 


In the conversion process a weak arcade game has 
been transformed into an even weaker Commodore 
game. With two players fun Is In short supply, unlike 
single player mode, which is Just a joke. The com- 
puter player competes without the slightest hint of 
intelligence and persistently tries to bounce you onto the oppo- 
site side of the road, unless you know the secret trick, This 
involves shunting the other battiesphere across to the far right of 
the road. He than stays in that position until destroyed, Intermit- 
tently pumping laser bolts into the panels on the left of the toed, 
end leaving the player with the undemanding task of sitting Ln the 
centre of the road and pressing the fire button for alt he is worth. 
Thus he col lects both of the extra shots and doesn't run any risk 
of crashing Into bails (they are shot as soon as they come on 
screen), or chevrons (which always appear on the left of the 
road). Another freak effect Is brought to light on later levels, 
which I was allowed to plsy for only two or three seconds before 
1 was whisked away to the next road for some reason. In one 
gam e, I was on tevat 14 in under two minutes! And tha action was 
still the same as on level four . . . 


ER HAPPY 


CRL, £9.95 cass, £14,95 disk, Joystick only 


M aving saved the good ship 
Thundercross from a vast h 
interg a lactic Hoover, Flight 
Commander McCoy faces a 
sterner mission: Space Control 25 
reports that an alien force is caus- 
ing havoc in the outer reaches of 
the stratosphere. 

Taking control of an AFC (Ad- 
vanced flight capsule), the Com- 
mander faces a fleet of 32 right -to- 
left horizontally scrolling alien 
spacecraft, comprising mazes of 
ground installations defended by 


gun turrets, traps, shield repairers 
and destroyers. Contact with any 
of these or their frequently 
launched projectiles results In 
depletion of a shield, total loss of 
which is fatal. 

The AFC is armed with three 
multidirectional ly firing rocket 
launchers, capable of destroying 
all enemy obstacles. Unfortu- 
nately, a major design fault 
resulted in the capsule being 
unable to move whilst its weapons 
were blasting aliens Into gobbets 


dust when the rancid Thundercross (16% Issue 35) Is 
fading from memory, CRL release a sequel which 
looks identical and plays even worse. Personally, 1 
dont think Trigger Happy should have ever gone 
further than the design stages. The concept Is 
pathetic - guide your ship over a shuddering horizontally scrol- 
ling landscape, avoiding or shooting obstacles. Yea, that's all 
there is to it - blast 'n' dodge W fall asleep. This complete lack 
of depth is further compounded by the Inept game design: the 
ship Is often put into a situation where If It chooses a wrong route 
it gets destroyed - so ft's luck and not skill that often gets you 
through a screen. On the positive aide Trigger Happy sports a 
good title tune, but really ifs worth nothing when the gameplay's 
as appealing as eating green rotting tripe. 





armed with a directablu laser can- 
non for blasting panels and obsta- 
cles. and a retractable shield as 
defence against sparks. The shield 
Is towered to fire, and a hit from 
anything other than a spark 
destroys it, leaving the battles- 
phere unprotected. 

Objects approach the battles- 
pheres thick and fast. Balls and 



To be honest I 
thought Ftoad- 
wars was a lousy 
arcade game, 
and this conver- 
sion has lost Its few good fea- 
tures. For a start the graphics 
are vary poor. Sprites th at lack 
detail end unchanging back- 
drops make for a tedious vis- 
ual experience, and the ears 
are similarly bored with some 
equally repetitive sound. The 
gemeplay continues this low 
standard : not only Is Roadwars 
dull to play, It’s also badly 
designed - the beet tactic Is to 
sit in one position and press 
fire. Obvlouely 'playtesting' [ s 
a dirty word at Melbourne 
House. Finally, the £10 price 
tag is a complete joke - I'd 
rather set fire to my money, at 
least I'd get more enjoyment 
out of it 


chevrons are capable of removing 
a player's shield or destroying his 
vehicle should he fail to avoid or 
shoot them. Running over an 
arrow bestows upon the player the 
ability to fire one extra shot at a 
time, up to a maximum of three. 
Later roads pass by malfunction- 
ing defence satellites which 
unleash laser boits across the 
tracks unless they are quickly dis- 
posed of. 


PRESENTATION 31% 

A two-player option allows two 
piayers to feet all the tedium In 
half the time. Gun control is 
difficult with a joystick, 

GRAPHICS 22% 

Almost reasonable perspective 
effect which changes not one rot. 
Rubbish sprites. 

SOUND 32% 

Funky bui repetitive tune and 
weak sound effects, 

HOOKAH! LI TY 22% 

Possible interest for fans of the 
arcade game. 

LASTABIUTY 16% 

Extremely monotonous all 
round. 

OVERALL 19% 

A right load of spherical objects. 




Hmmm 


First 


impressions may 
make you think 
that this rs the 
notorious Thun- 
tfarcross disguised as exactly 
the seme kind of slow, jerky 
horizontal scroller. However, 
after considerable p Faytesting , 
observing the awkward eight- 
way control method, the 
blocky, blandly coloured 
graphics and feeble sound 
effects, there Is a slight differ- 
ence: the tide music is margi- 
nally better. There are two 
major things wrong with it: 
there a re no airborne aliens to 
break up the monotony of 
avoiding ground defences, 
and you can't move when you 
fire - this latter aspect is par- 
ticularly galling In tight spots 
since there's nothing you can 
do but lose energy. These 
aren't the only poor aspects - 
name a category and see how 
low a Undium variant can stoop 
-but they help to make this my 
turkey of the month. 


current level and shield remaining. 
Completion of a level rewards the 
player with .a password allowing 
direct access to the next level from 
the title screen; completing the 
game reveals a special screen 
allowing the player to become 
involved in future releases from the 
Zen room!' 


of slime. 

The full screen playing area is, 
supported by an information strip 
which details the score (increased 
for destroying ground targets), the 


PRESENTATION 17% 

Dull screen display, an odd 
scenario and a clumsy control 
method. 

GRAPHICS 26% 

Jerkily scrolling backdrops 
couple with indistinct and blocky 
sprites to create an effect of con- 
fusion and annoyance. 

SOUND 49% 

A decent title track is marred by 
limited and bland sound effects 

H00KA8ILJTY 12% 

in the confusion of graphics and 
control method, the first game is 
short . The gameplay makes sub- 
sequent games even shorter 

LASTABIUTY 7% 

33 levels of tedious, frustrating, 
uninspired shoot 'em up action. 

OVERALL 9% 

ff you had the misfort une lo buy 
Thundercfoss, don't make the 
same mistake rwice* 


COMMODORE 64 
RESET SWITCHES 

Enter pokes the EASY way! 

Simple to fit! No Soldering Required, Just plugs in! 
Commodore 64 ‘Serial Port' Switch only £2.50 Post FREE! 
Commodore 64C./12S 'Cartridge Port' Switch only £4.50 Post FREE 

Mail Orders send Cheque/P. 0. for 
ROBSON ELECTRONICS 

Dept ZZ' . Newcastle House, Rowlands Gill, Tyne & Wear, NE 39 2BL 
Telephone: (0207) 543053 

Callers Please telephone first to check stack 
Hours of business 10.00 to 5.00 Mon-Friday, Closed Sat/Sun 
. i4 products available, send stamp for details, 

" Mail-Orders Please Don't Forget Your Name & Address ** 
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Computer repairs 

Fixed Super Low Prices! 

Inclusive of parts, labour and VAT 


LJ 


FIRST AID 
FOR 

TECHNOLOGY 


f week turnround 

★ SPECIAL OFFERS ^ 

C64 E22 ir>t. + FrM Oarne SPECTRUMS Et4 in C + f™, 

H/ir^n r+4 £10Jnc. SPECTRUM 1 28 £16 

ci^' s ,nc ' (3iiK + ft»JSi 

C29lnc. B6C CKInc 

C64 p.S.U. for sale £20 inp. ELECTRON El Sine 

SPECTRUM P.S.U. Eli) krc 

Please enctose payment mfi fern - 3 month warmly on repair 
Please enclose Mv&t kvf/C repair 

W.T.S. ELECTRONICS (2~P J 

5-J Pwttt# ftn.nl, lirtim tafc UH WT, TS: OSS? 4S«n.. T«|n: SSKlt 


M njdfr irwvtD 


AT LAST! 

COMMODORE SPARES 


AT DISCOUNT PRICES 


CIA 

MFU 

PLA 

ROM 


^526 £ I ] ,95 ROM 

(1510 £||. 99 ROM 

9061 14-01 £9,99 SOUND 

^01226-01 £9.99 RAM 


901227-0} £14.99 
901225-0] £9.99 
65$] £14.99 

4164 £2,99 


REPAIRABLE C 64 POWER SUPPLY UNITS £ 2 fi .99 row £24 99 
A II prices i ndude post b packing ha ndli a nd V AT-se nd your Ja ulty compu i rr 
and P.S.U. rur estimate and repair from £9.9 C J + par ts+ VAT, 

SEND CHEQUE/ P.O. ACCESS/VlSA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLFVELEY5, BLACKPOOL, FV5 }NE 
Tel. (02S}) ^227iM 


TRADE ENQUIRIES WELCOME 


Send terge S.A.E, Iot full n*>\ 
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Amstrad Atari ST £19.9 

£9.99i-£14.99d Amiga £24.99 




GIANTS OF THE VIDEO GAMES INDUSTRY 


GO! Media Holding* Ltd- A Division 0 J u.$. Gold Lid. 
Ural* 2J3 Holford Wav, Ho Herd, Birmingham B6 lAJt 
TH; 021 356 3330, 


WCOM ll T S^„ Ine. c'« 1907 


THING STANDS IN YOUR WAY 


wim in iiiiiiniir 

nciiiBiipiiiaiiii 


tutu 

miias* 


*1 *ra 


Screen &h»1 fittJn ipednuP vetfilflh. 




L 


bciecri shot flflEn Am slr.i d vci 


V h.Hi 




; i * f 


money EKCHftNG 


Screen i hoi from m itn ST irereion. 


EXPLOSIVE COIN-OP ACTION! 

Battle your way across the globe takirv 
on the mighty fighting power of 10 
awesome exponents of hand to 
hand combat. 

ts A SINCLAIR CLASSIC ” 

t£ Thoroughly impressive combat 
game which knocks Renegade for 
6, Go damage someone . w smd^user 

“It's fast, good looking and 

Well hard** You* Sinclair 






ECHNICAL DEVELOPMENTS 


BARGAIN BOX 

(waich ibis, ear.-h month) 

► Disk Neither (use 2 disk sides) £4.99 

► Tape head cleaner/ demagnetise! 1 £2.99 

► Quicksbot ll Autofiie Joystick £8.99 

► CBM 64 128 type datasette £23.99 

► 25 Blank hi-quality C15 tapes £9.99 

► 2 way ariel splitters £1.99 

► 3 metre joystick extension lead £4.99 

p Mains operated tape head 

p d^magnetiser {vastly increases high 
frequency of dalasettes makes 
loading reliable £5.99 

1530 tape recorder adapter £5.99 


COMMODORE 64/128 
RANGE 


Probably the cheapen range of 64/ 128 hard- 
ware around 

Al! prices include free oostage (UK only) + 
VAT 

Postage outside UK Europe add 10% Out- 
side europe add 20% 


CBM 64C + C2N data seile + 
reseteariridge 

CBM 64C ■+ C2N data recorder. 
loysMck 5 games, reset cartndge. 
rape to tape backup board, sports 
bag 

100% CBM 64 compatible datasette 
Cf>4 164C repbeement power sup- 
ply 

Slimline 64 keyboard 
Commodore 128 + CN2 datasette 
+ reset cartridge + micro-blaster 
Joystick 

C128D computer with inbuilt 1571 
drive •+• moo -blaster + reset 
caindge + 20 disks 
Tape /Tape backup board 
ExcePerator disk drive + 20 blank 
disks 

1541C disk drive for C64/64C/128 
(includes 10 blank disks + 28 
games pack) 

1571 double sided drive for Cl 28 
(indudes 26 blank tapes) 

1581 3.5 disk drive far 
C128/64/64C (Includes 10 Wank 
disks) 


£153.99 


£175 99 
£0,99 

£23.99 

£18.99 

£219.99 

£389.99 

£8.99 

£149.99 

£175,99 

£199.99 

£199.99 


AMIGA RANGE 

■ specifi] offer 10 blank disks free with every 
amiga) 

(Offer I Amiga sports pack 

A500 work bench mouse, football, baseball, 

golf games + sports bag + micro-blaster 

pystick £459,99 

Offer 2 Amiga A50(J business page 

A500, 1084 hires, colour monitor, 

the works MDS1200P printer, word 

processor, speadsheet database. 

IMS DOS) PC emulator + micro- 


Waster joystick £796.99 

Offer 3 Amiga A 500 Mono business 

pack 

Same as offer 2 but with mono 

chrome monitor £699.99 

A500 512K expansion ram to 

1MB £119.99 

External cum ana CAX354 3.5 dnye 

I + 10 disks} £129-99 

TV modulator £23 99 

1901 MED RES colour monitor 

(Specially converted Amiga version l £215.99 


All prices include VAT + free postage (UK on- 
ly) 

Overseas ordering add Europe 10% Outside 
europe 20% 

Watch out for our Amiga hardware at '64' 
hardware prices available summer 88 



COMPETITION PRO 5000 


► Arcade quality joystick 

► Super sensitive micro-switches 

► Dual fire buttons 

P One of the most robust joysticks available 
RATED 97 % In ZZAP 64 Convinced! 

^ A highEy rated joystick Get yours whiJe the 
price is nght ... 


► ► 


Normally £14.95 
Only £12.99 


TAPE HEAD ALIGNER 

► Quick & Easy way to align heads 

► slops many toading problems arising 

► Works on aJl CBM type datasetles 

and all C64. 64C. 128 computers and suitable 
for colour or black and white TVs 1 

► hundreds already sold, Why? This is the best 
for 'ts price so forget more expensive imitators' 
now includes special high speed loading pro- 
gram which makes sure yo’ve aligned uour 
heads correctly 

► stilt includes free tape head cleaner and 
screwdriver? 

► includes comprehensive instructions 

► if demagnatiaer and solution is also required 
add £1.79 extra 

► ► Only £5.99 •*« 



UNSTOPPABLE RESET 
CARTRIDGE 


► 100% guaranteed to reset EVERY f>4 game 

available 

► fits Into cartridge poll 

► prated, against damaging your oompuiei (unlike 
others) 

► works on C64, 64C, 128 

► quite simply (he best available and comes with 
inductions 

►Add pokes, cheats elc from 64 mags 

► ► Only £4.99 ** 


DISECTION 

► High quality 5.25/3.5 disks al amazing prices 

► All disks 100% tested & error free 
^ No quifcfcJe replacement guarantee 

► labels, write project tabs &. sleeve included 

► Special offer buy 25 d:-,ks or more and gel ,i 
IQO size disk box as an amazing price. See 
below lor details 

► Quite simply the best deals on disks available 
Provide proof if !t is'nt? 

Prices include VAT and postage NO HID- 
DEN EXTRAS (UK ONLY! 

^ European orJeii add 10% to total i «st of 
disks 1o cover postage, outside europe 20% 
For specific disk, quantity prices (1 e. 73 disks) 


please phone 

or write for .* quote 

(Include 


SAEj 






BLANK 5.25 disk* 





QUANTITY 

10 

25 

50 

100 

5 (XI 

DS/DD 96 tpi 

E6.50 

£14 

£22 

£37 

E1S0 

with disk box 

£14 

£22 

£29 

£43 

2ft til! 

BLANK 3-5 disks Amwa/STetc 

disks) 


QUANTITY 

10 

25 

50 

100 

500 

DS/DD I35tpi 

£11 

rim 

£48 

£95 

£430 

with disk box 

£18 

£32 

£54 

£100 

2free 



DISK BOXES 

► Aitractive smoked perspex disk boxes 

► Each box holds 100 disks (60 if 3 W ) 

► Removable ngid index separators 

* Available for ?«, 3 5 or 5 25 disks 

* Lockable with 2 keys supplied 

► Extremely robust & anil sialic 

► ► Only £8.99 

5.25/3.5 DISC CLEANING 
KITS 

► Keeps Ihose 5.25/3.5 disc drives heads trouble 

free 

► Even deans double sided drive heads’ 

No User knowledge required to use ck-aner 
^ Comes complete wilh disc cleaner, solution and 
full Instructions 

^ Available for any 5.25 or 3.5 disc drive Plea^ 
specify when ordering. 

^ Order now whilst stocks Last . . 

►► Only £4.99 


How to order. 

AJl prices include VAT and Free 
poslarje (UK only) 

Pay-men? by cash chflqve postal 
orders made payable in 'Technical 
I Developments" 

1 OVERSEAS ORDERING 
Payment:- Sierlinq only pleas** 

| Pastas rharqe If not Staled 

Europe £2 0(1 Glilsiite Europe £3.iX> 

i TEL 10274) 734678 

| Phone lines open 9am - 6pm Mon 
: day to Friday only 

li you need any hardware not listed 
‘ ting us tar a quote 

Govt arid school orders welcome 

I 
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Technical Development* *2 
17 West View, East Bowling. 
Btudlotd' W. Yorkshire 
England BD4 7ER 


Bn 

rttM 

MICE 
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Once again It's time for me to delve into a 
bulging mailbag and see what you want to 
talk about. Let me see now. Ah yes, this 
sounds interesting , . , 


AN OLD WIVES’ TALE 

Gear Lloyd, 

After many years ot longing and havi ng to make do with an 
Atgn, I finally managed to buy a second hand Commodore 
64 together with several games bought by the previous 
Owner. 

Trouble was. $ lol of ihe games had no bom or 
instructions and. for instance, we ooutdn't work out if 
Monty m Monty on the Run could be assisted by the items 
a' the beginning of fie game and where he was supposed 
to be going, etc. Also, on the whole, fey were shoot 'em 
up type games which I find tedious and. to be truthful, very 
hard - although my son tor whom I actually bought ihe 
computer (that's my story and I'm sticking to it) is very 
good at them. However, after a few months of trying 
valiantly to play the provided games we decided to buy 
jome of our own . Well, as you can imagine, for a complete 
novice like myseif f didn't have a due what to buy, They all 
looted promising bill after frying, and not succeeding, to 
play some of our second hand games we wanted 
Something decent and fairly chalieng ng but not impossible 
[*, flar'd Over Moscow whe*e we cannot gel the plane out 
of the hangar let atone save toe world!). 

So r olf I wont to Smiths to look art the Computer 
pub icalons, whore I ended up getting ZZAP! - i wish I had 
bought it before. There's obviously so much I have rni&sad 
and I am finding it invaluable m helpii^ me choose the nght 
games and not wasting money on rubbish. 

As I said before, my son loves slwot 'em up$ and the I ike 
but I prefer something where you have to think a bit. Am I 
a complete imbecile 1 ? No. don't answer that! I find 
adventures realty bard. Is there a secret to toemor is it |u$t 
sheer perseverance? When I look at Clever Contacts and 
see haw many games these people have played, and know 
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SCORE 


GRAPHICS 


THE HOUSE 


how to complete I feel very very inadequate!! 1 

Also - the tips look very useful but how do you reset a 
computer? I have seen advertisements fora 'reset switch"; 
is fat all l need? How do people figure out how to cheat? 


The li$t of questions I have are endfess, 

Anyway, I do find the magazine very interesting and 
helpful even if I don't understand most of it but perhaps 
you could recommemf something to help the totally 
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inexperienced games player; after all I have to show my 
son I can do something better than him:! 

Cdiee-n Morgan, Newport, Gwent 

If you prefer games that make you 'think a bit \ there are 
now (thankfully) plenty available tor your trusty 64, T ? help 
you sort the wheat from the chaff, watch out for a puzzle 
game feature in a Mum issue, Peset switches are ait you 
wed. but they vary in effectiveness: the best are usually 
more expenses, but you should be able to pick i$? $ good 
cartridge oort reset fora fiver or so. 

LM 


NO JOY WITH THE 
STICKS 

Dear Lloyd, 

f seem to be in a bit of trouble, and would appreciate your 
advice: ft involves joysticks, in particularly toe Euromax 
Zip&tick range. 

At the beginning oF February, I bought a Camp^Pro-Xtra 
joystick from a certain mail enter company (no names yet). 
It arrived about 25 days iater, and though it looked 
impressive, I personally found it too stiff for comfort. So 1 
sent it backio the manufacturers, Dynamics Marketing Ltd 
(not the Mv'O Co). 

Three weeks latter, it came back with a polrte letter saying 
that as l didn't purchase toe stick from them or any of their 
main distributors, they couldn't refund me, and suggested 
t return it back to too place of purchase. This t did and, after 
tour weeks, nothing happened. Feeling slightly peeved and 
a little W worried, I wrote them a letter of reminder pius a 
phatooofjy of Dynamics' tetter and toe proof of postage of 
the joystick; thinking they'd only credit me, 1 sent E3.W to 
enable me to get toe E uomax Professional Plus. And 
behold, three weeks later, it came. 

Anyway, the joystick arrived, in toe Euromax P 4 box; 
but the joystick, instead of bearing the Euromax logo, fas 
seen in their ads and in toe shops) had 'Zipstidk' on it: it 
looks like toe original but doesn’t feel as smooth. The fire 
buttons are fins, but slick movement (especially to the sett) 
is decidedly dodgy. Following David Washer's letter, it 
seems that I've been had. As 1 only started reading ZZAP! 
From issue 24 or 25 I missed Mart Ferry's warning 
(Aaaarghft Whet should I do know? If I send it back to the 
place of purchase, (bearing irt mind it took them seven 
weeks plus a letter to gel me it), I probably won't get 
anything until next year! If I send it to Euromax, what can 
they do? The thing that really annoys me here is thaf toe 
box is an original Euromax product, but the stick has the 
Zipstick thingy (sorry to insult Rockford’s matey there) on 
it. HELP! 

Please pnnt this tetter as you are my only answer, and 
you could be helping a krt of your readers from entering this 
state of confusion, 

Wei I, now that I’ve calmed down a bit , I've got one or two 
comments about the games industry. Well, about joysticks 
actually. One thing about playing in arcades is that when 
you diet?) etc. you are ab*e to bash away at the controls 
without any sense of responsibility, and it’s great (a way to 
liberate frustration). Also, alt the necessary functions are at 
the tip of your fingertips, which is more than you can say 
about most 64 games that require an extra function, So Far 
in game controllers, there is yet to be a really good one, The 
favourites seem to be Cte£ksftots(bul my first three fasted 
for about two days, so I'm not too impressed), Competition 
Pros (seem to reel rigid} etc., I'm sure by this time most ot 
your readers would think I'm a complete dickhead, bul 
those are my views, and there is no comparison, is there, 
between computer and real arcade joysticks? So why 
doesn't somebody from the arcade world manufacture 
computer sticks? 

Now the second point, about using joysticks AND 
keyboard together on games, It 's impossible if your stick 
doesn't have suckers, and if it does, but doesn't have a 
shaft button, how do you play something like 'Gryzor' 
which requires you to jump and shoot simultaneously? 
One way is to have both types of functions on the 
keyboard, eo that if your stick doesn't have a shaft button , 


you could use it on toe keyboard, like in the arcades where 
everything is at your fingertips, This option may seem 
obvious, but few game programmers think so, The other 
way is of course to have everything on the joystick. The 
closest to this was Cheetah 's 1 25 Special. It's $ great idea, 
but I'm surprised Cheetah hadn't toe sense to market it in 
a more appropriate style, something resembling the 
Euromax (again) Microhandler with no paddles and a tew 
extra burtons in a bigger case with suckers on. It would 
cost, but if they don't screw up, it'd be the best thing 
since . , . erZZAP! &4 (rick, lick), 

Dkf you know that the Neos Mouse can be used in most 
(if not all) games which use the jpyport 2. First switch off 
toe computer {if it's on) , plug the mouse in 2, had down the 
left button and turn toe 64 on r and voila! II says in the 
instructions anyway, but judging from reviews of 'Revenge 
of DQH', it could be assumed that you lot don't read 
instructions. Try it with Zybex, Buggy fley (almost as good 
as a steering wheel once you master it), Batty, Defender of 
The Crown (bnll!) and waggling in any waggling games, (I 
actually came first in Hypersports swimming the third lime 
round and ! lifted the we^ts, previously untouchable by 
joysticks). 

Well that's (t. dust a tew more little points: 

\ . Come back Rocky and Thingy. 

2. Welcome back toe Challenge, Do you lot at ZZAP! 
realty drink toilet rolls? (See Issue 3?) 

3. Steve Janatt edited the April edition of CRASH . Don T 
tell me you didn't notice 

4. A littte suspect i-sn’t it? The lirst ad from mail order 
campaniles, and the Ziyperstore prices take a little 
tumble. 

5. Lastly, your promotion for small ads boast how to 
reach Over 1/4 million otoer readers for (wo (months, 
tt's still only 165B66. Slight exaggeration there! 

6. Lastly, please print this letter. None of the situating 
are made up (write and ask Dynamics Ltd) and your 
advice and comments would be appreciated, 

Kevin Lai, Hertford, Herts, 

Messrs Glancey and Houghton tell me that they both have 
a Zipstick and find no difference between that and the 
'official' version; as for your indivkiuaf enquiry - /now about 
it, EiMHeei&el Issue's Rrap. 

2 . 7/wf ivas pad of Gordon's post-victory celebration 
banquet. 

3 L Gr,,„ yes, we did. 

4, The Zzuperstore arms to be competitive, and doe so 't 
just cover software, you know . . . 

5, The current ZZAP! circulation is over 82,000 (the 
highest for any UK Commodore mag), our 
ZZAPTIQNNAfRE revealed that, on average, between 
three and four people read every copy r . Enough said? 

6, Hope wove helped I 

LM 
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RAVINGS FROM 
A STRAIGHT JACKET 

DeafLloyd, 

I'm wnting aboul er , , . well, anything I can think of really. 

I like toe new look Rrap section, it's totallv spondilious! I 
haven’t been buying ZZAP! for long, but I've been pretty 
impressed by its duality and depth. I can’t really say it 
leaves Commodore User biting the dust though, as we all 
know it's one of your major opponents. But you do manage 
to equal it or even beat it in quite a few ways. But who am 
t to do a comparison with two of toe biggest selling 
computer mags in the world? I must say that the quality of 
your reviews in most cases is second to none, and your 
ads teave nothing to be desired . 

But now I think it's time I talked about software as that's 
what it's all based on. I totally, agree, no , , , I 
wholeheartedly agree, no . * , I definitely never doubtfully, 
wholeheartedly totally agree aboul Stephen Hewson’s 
views ol muttiload. With multiloader games the software 
created wilt in most cases be ol a (ugh standard, and ft's 
obvious that some (putting it a bit bluntly) will be downright 


crap 1 Gut that is only to be expected, as with everything 
there ere toe scars, which shine out from toe crowd and 
then are the dirty, acne ridden ones, which get kicked 
down a grate, hopefully, Anyway you heard all that last 
month, so 1 shall speedily move on to my next subject lyou 
get it, speedily . . . disk r . , w sorry i haven't talked about 
that yet). 

Yes, t have noticed that most good adventure games are 
only avaiiabte on disk and being a keen adventure bod and 
not owning a disk drive it's a b4 difficult lor me to load a 
game such as Jjnxter, know what I mean? :i do hope that 
adventures from big adventure games companies like 
infocom start being produced on cassette in the near 
future, so that my problem and anyone else's in a simitar 
predicament is solved. Cassettes have been used before 
tor games such as Wtotanand Dracufa, so why not here? 



gy J - ^ " T'"! 


As t near toe aid of my tetter now (everybody stops 
snoring], I'd like to give some advice on (hat adventure 
Woftmen (you know the one where everybody getseatenj). 
To get out of the forest of despair water toe weed and gc 
tor a walk, (not too k>ng now!) When you come back to it, 
there'll be a blue bloom. Type SMELL BLUE BLOOM and 
you II be amazed. If anybody can get past the cave monster 
please tell me how to, as it has a habit ol keep killing me. 
Well cheerio, I awart cur next meeting with interest. 

Lee Mason, Accrington, Lancs 

No need to worry, Lee, the men in white coats will he along 
soon. 

LM 

FLABBY FEATURES 

Dear Uoyd, 

Recently we have seen the pages of ZZAP! being tilted with 
new features The most regular of these are- Amiga 
features, A Day at the Arcades and news on developments 
pF high-lec software which is used in everyday 
applications. 

i appreciate toe Amiga feature as il is inevitable the 064 
is going to be eventually replaced by Ihe Amiga and the 
feature lets u& know what early software is being 
developed. This ts exactly what most people wished that 
they hart in the early days ol the 64, 

However, t hope that the amount of space given to the 
other Features doesn’t increase, I don’t want them to be 
scrapped, because they are interesting, and I just hope 
that ZZAP! remembers that it is a computer software 
magazine not an arcade meg. I know that some people 
might say that you ar$ giving us a look at future conversions 
but quality in the arcades doesn’t guarantee quality on the 

computer. 

On this note I musi alsocomptein abouttoe introduction 
of (he Video Chart. You are starting to lower yourstandards 
to that of your sister magazine, II people want to see what 
other people's favourite videos are then they' II buy a video 
magazine. Next you'll be finding out other worthless 
information and where win it go from there? The video 
charts are absolutely nothing to do with computers, (he 
only way lhat you can conrvect them is by film tie-ins and 
again im quality doesn't ensure software quality. Please 
don't start destroying your image with (hese stupid 
sialsstics like CRASH does, but instead remain faithful to 
the software industry and moreover the Commodore. As 
long as you do this. Ill continue to buy ZZAP 1 

Now. on a lighter note ) would like to congratulate toe Ad 
& Design Depts for their variety and presentation of ZZAP's 
pages. They are cotourtul, varied and above ail they bring 
toe mag to life. It is much easier to enjoy a mag when it's 
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HARDWARE 


■CBM 123 D inc. Bo ill In 1571 

CciTimodore $4C pack 

17SD >icl 1571 OrevG+Mcfii'Dr 

Qtiffin 130-0 Printer h'Rico) 

Juki 6000 Daisy* ik-hI 
r^PS 1000 Primer , 

ISxlIC Oise &Tn« 

1571 D5 Dsc Drive.. 

PhhK Mad Rss cotemr man 
CBM IODIC Colour man Hli-Res 
CBM 1900M C120 monitor 


ttsg.aa 
£15415 
MW 90 
£199.05 
£139.95 
E249L® 
E159M 
€149.00 
E 269.95 

£90.00 


SOFTWARE {TAPE ONLY) 

AndyCapp 

1 1 1 1 

. . llJ dj 

E7.95i 

feofto 10 

£^95 

£7.95 

buKkiin 


tTJB 

CTF 

. . . LUOi) 

£75€' 

Bkod UjtlfvDi . 

rural 
l ira ui^ 

£11. » 

Brave 5lar .... 


£7.99 

Computer Classics 

-e m 

C5.50 

Driller 

£14 K- 

£11 JS 

Ente Hit Rack 

f, ■ j S-.r 

LTT.^1 

£11.95 

10 Great Games-. 

£9.99 

£7.99 

Hewsun Smash ms. 

£90G 

£7.95 

iferi 'iVarriofs.. 


£7.9& 

inside Outirg 

fqcrt 

f 7 Dfl 

Kmgtrt Games 1 


£7J» 

Luf Ammo 

f^BS - 

£7.95 


F^cland .... 

£9,95 

£7.95 

Pesasus Sridge 

*1M5 

£10.95 

Ratoon 

£9 *9fi 

£795 

Fsyc.ha Sdidmi 

.mm 

£7M 

Rampage 

1 ■ .h , 8 '- " 

Ldtrj 

£7,95 

Rolling Thunder 

■«99 

£7.99 

Sldoarms 

~C99j 

£7.95 

Spy VS Spy Trrlogy 

*fS95 

£7.95 

Ter ra me x 

»~i r» i~i r 

y y i_* 

£7.® 

Thundercross . 

■TfWS 

£7.95 

Tmi 


£7.99 

UTILITIES 

" 



TAPE 

DISC 

Irrstam Music 



£11.® 

PrimsJiap Companion 

— 

Cite 

Art Studio 

H2-9S 

Eli® 

Graj?tiic Adirenlyre CrEalar .... 

trite 

£22.95 

Prinlshbp 


£32.95 

Mira {Jhice 11 

£12-95 

£16.96 

Taswor d 


£10.95 

| ACCESSORIES 


CBM Oalacorder 
Altai 064 j'i 25 Recorder 
C64,'l2e .Adapts for any ■ecarda' 
Cfe'lZB Dec dmre/pnrfier cable 
Disc Notoher 

SfK 10 5 Li' Axiom D$QD d«C£. 
Precision ^10} ijrarded discs. 


£29.95 
£2495 
£19:95 
Lite 
£4.91 
£9.95 
.. £7.99 


OROERBY PHONE WITH 

HOTLINE 051-691 2008 

We apologise for any si forth an . omissions since going to press. 

ran iM CSaa m CREDIT 

Hawi r\ 1 1 w 1 EES CHAAQB 


BaC rf^acemen casing foroad 64. 
LcckarDTe disc Ixa (hcfcfs 100 5V| 

Dwnputer/TV lead (2mi 

Head a^nmenl kir iSpecify model} 
VIC-20 UHF modulate* 

MPS SOI ribtspn 

MP$ £CQ ribfen ... 

Star NL 10 ribbon 

CiUwn 12UD flubon 

DiSle-' Mctferbcard 
CBMW.'VIC PS4J . 

Disc Demon . 

Ddptiin DOS 64 
Dolphin DOS 120 
Freeze machine 


£19.® 

..cm* 

£199 
£7.95 
£14.95 
£3.99 
£3,99 
.. £5.99 
14.95 
El 5- 99 
£24.® 
C&199 
dm* 
£79.95 
£24.95 



Data smart cart 

Quick Disc +- 

user port reset Swtoh 

C64/VIC luxury ccwr 

1 54t''t57D dusl ewer 

CBM 64C iKLiry coni 

CBM 126 luxury cower 

Nkk mousycheesE |rssc nr iape) . . . 

Komx speeding idiystsck 

Mach 1 ipyslick .... 

Super c Centronics primer interface 
■&<>' RAM minngs^ticiiec jpysiick 


£29.99 

£15.95 

. £S* 
£595 
£4* 
C$.95 
£6.95 
£24.95 
£11.95 
£1399 
£34.95 
£995 


Personal callers welcome — ma l l order 
prices only on production of advert.. 


SOFTW ARE {TAPE & DtSC) 


i Atens ., , . 

fends Tale 

Chuck. VBac? r s Mrancec Ffcght Trsirw 
Qsnwy -f9® 

Jet Boys -im 

L IeIdtc 

Mini Put . . . i$% 

-7.C9.95 

iVLrtL 

TTJ-7J 
rvi nr 
.. -L3Dd 


5C5 


tun j HiTOSlEr 
PHM I 5 ™ 
Said Gqyi 
S lrgltar 
‘feins. 
ttngeajte 


£6’^ 


Pusln gic and Packing 
li:i-n* unrlgr rid auu El SO 
llcms under ISC .-ill] 12. DO 
Hems -,.i L f| Dr £1 DU add ES OH 
Wemi DvnrEtDO add LI BId-t 'G roup i Sauna* 
ensuring delivery to f«u I he rnv J*tt Mr 
ildlpatth. 

Gvtr*p« C i. tlemert £LurupE | : t i^lF pi ig« 
shn-v/n kvMI cover uiKriaqr and irni) Ui 
K|nn-Eurdi|M»n arid frv Hi tntRl 


TAPE 



DISC 

£7.95 


pij r»r 
tlfaQ 

£11.95 



■ - H4-yi 

|j if£j4*i| 

£11.85 
£1195 
[11.95 
£11 95 

E7J5 


■^-1 j F.r 

E7.® 

n , ,,, , , , 


E7.95 




£11.95 

E7.9E 


p-j jy 

£11.95 

£11.95 

£7.95 


." ■ i nr 

£7.95 


■i 4 i.ir 

LI® 3d 

£1195 

£7.95 


. 

£11 95 

£7.59 

■" 

f i .4 nt 

114 5j 

[■Mjj gr 

£1195 

£11.95 

£11.95 

£7.95 


f- 1 4 r • 
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OVER 700 TITLES AVAlLABLE- 
PLEASE SEND FOR ZZAP64 
FREE PRICE LIST WITH 
FIRST ORDER 
f'astgirr) Inter nation id accepted NOT 
Postbank Poslctieque 


051-680 3013 

DUSTD MEfl ENQUIRIES 

051-691 2000 

MAIL ORDER 


051-630 5396 

ACCOUNTS 

FAX 061 639 2714 


WORLDWIDE SOFTWARE 
1 Bridge Street 
Galashiels 
TDl 1SW 
Tal: MiG* S7004 
(24 hours] 


Commodore Amiga Software 



WORLDWIDE 


SOFT W A R E 



Aaargh 
Ai*en Syndrome 
Amts -Of Rome 
Bed Cflt 

Berfaanen (Palace) 
tiurijanans CPsygrvj9lS l 
Bards Tald II 
Bam&ship* 

Bdyond- ZorK 

Bionic Commandas 

fludble Bobble 

CarTiarCammancJ 

Crack 

Crazy Cars 

C64 Emulator 

Dark Coslte 

D?1encler of ihe Crown 

Deja VLi 

Destroyar 

Dnesdnougm 

ECO 

Er^ghrenment 

Faery Tale AcJv 
Fenari Formula One 
Flighl S-mulator II 

Fiintetones 

Foolball Manager II 

Garfield 

Qamsoo 1 1 

Gee Bee Ar Pally 

Golden Path 

Grid iron 

Giirfd of Thieves 

Hollywood Poker 

H&ibaAi 

Inter Debtor 

Into the Eagles Nest 

Jet 

Jinks 

Jinxter 

Xamplg-Huppe 

KingorChicagc 

Legend of Ihe Sword 

■uflisurBsuit Lar#y *Ws .^v 

OWiianaiw 

Panr^a 

Platoon 

PiMiOb Queal 

Ports or Call 


ie.4b 

16.45 

16.45 

16.45 

13.25 

16.45 

16.55 

13.25 
21 95 

16.45 

13.26 

16.46 
1-3,25 
16.45 
69.9a 
16.45 
21.95 

21.95 
16.45 
13.25 
16.45 
13.25 
16.45 

21.96 

19.96 

31.96 
13 25 
13.25 

13.25 
16.45 

13.25 

13.25 

16.95 
16.45 

7.25 

16.45 

19.96 
13.25 

20.96 
1646 

16.45 

21 . 9 6 
21.95 
13.25 
13.25 

16.45 
13.25 

16.45 
13.25 
29 95 


G&/1& 

Aaargtv 

A0VBr*ced7BCI. Fighter 
Airborne Ran £8r 
Alien Synd romp 
AlXJlto 1 B 
Arcade Force Four 
Arkanaid flev ol DoH 
Bad Cal 
Bards Talell 
Bedlam 

Beyond Ihe Ice Palace 
Bionic Commandos, 
Black Lamp 
Bleed Brotnera 
BnblMoBeOble 
B24 

Charlie Chaplin 
Chudk Veaqer Fit Tmer 
Colossus Bridge 
Cc'OssusCneAS.4 


oa&s t!'5>. 
T2 5 

7.25 1 1 20 
11.201 1.20 
6 55 11.20 
11 99 
7.25 11.20 

6 55 9.75 
7?5 9 00 
7.* 11.99 
1 25 9.00 

7 ?5 9M 
7 25 9.00 
6.55 -11.20 
7.25 1120 
6.65 9T5 

11.20 1495 
7.25 11 20 
7 99 I I 99 
9.75 11.30 
7.99 11 99 


GS4/J28 

Guild bf TifiSves 

□unehip 

OutZ 

Hercuet Slayer cf C-anned 

IO 

Ikar Warriors 

Impossible Mission I 

InUllretoirll 

3nir*gue 

Jel 

Jinks 

Jinxter 

Karmpfgruppe 

Karnpv 

Kennedy Appt&ach 

KDoaTi Ar.3aite Cblecnop 
Lasl N«1ja2 
Live Ammo 
Lcr-ds of Conquess 
MagniriCent Seven 


bass task 
14 95 
11.30 14.95 

6 55 

7 25 11.20 
6.55 11 20 
7.25 0.00 
7.25 tl 20 
7.25 11 2D 

9.75 

20.95 
7 25 9.00 

1 4 95 

24.95 
7 25 11 20 
7.35 11 20 
7.25 1350 
9.75 H 20 
7 25 T 1 .2D 

11 99 
7.25 13.50 


C04/128 
Ring Wars 
RbadBlastars 
Rolling Thunder 
Samurai Warrior 
Shackled 

ShDotemupCcn&i.Set 
Slant Service 
&k)h 

SHihadi TtiraMtfFakjom 
Skate Crazy 
Skdletx Die 
Soldier or UghT 
SorcerorLord 
StBahh Misson 

Strallon 
Strike Fleet 
Subban le Simulator 
Targal Renegade- 
Teladon 
Test Drive 


csss disk 
7 25 11.20 
7.25 11.20 
7.25 9 00 
6.55 11.20 
7 25 11.20 
11 W 14 95 
7.25 11,20 
14.95 
11.20 
7.25 11 20 
7 99 12 95 
6 55 11 20 
9 75 13 50 
28 95 
7.99 il 99 
11.99 
7.25 11-20 
6.55 975 
6 55 9.75 
7K 11 09 


WORLDWIDE SOFTWARE 
49 atomy Street 
HattJrvgfiarYi 
NG1 1LX 
Tot: g«2 4BOT79 
Fbx: Ofi02483lK 


CofTimoSorti Amiga Software 


nr ****** ***** # *** ******* +*+ + ** + + + + + + ******* 

* WORLDWIDE 50p 0*1 every title SUMMERTIME SPECIAL OFFERS 50p pH every (rtle WOHLDWIDE * 


STAR 

BUTS 


Jus! !ell us in iwMch computer magpiine you saw bur advert 
then deduct 50 pence Ifbffl each title Ibal you Order 
in cl joysticks t>r peripheral 


STAR 

0UVS 


16.45 

16.96 
13.2-5 
1645 

21.96 
13.25 
16.45 

995 

IC. 45 
16.45 

725 

16.45 

21.95 
7.25 

■H it 
31.05 
16.45 

ID. S5 

10.95 
16.45 

13.25 
2195 

1.3.25 

13.25 


■ tnDijoysTickS Or peripherals.! * 

*** + WW ++*W+****-*^*Tr*^* + 1 t *** + ★* + ******** 


C54/13S 

Colos&ue Mp Jong 
Crusade <n Europe 
Cybernicid 
Dark Side 
Oa Lux Scrabble 
Defender a( theCroen 
Demgn Stalkers 
□esciatcr 
Destroyer 
Dream Warrior 
Europe Abiaz# 
F=jght Simulator II 
Fod bail director 
Fooloa 'Manager II 
Fr ghtmare 
Fl SSlnko Eagle 
Game StIS Match 
Gauntlel 1 4 1 1 
Gee Bee Air Rally 
GtHhik 


-ass i-l'-L: 

7« 11.99 
1' 20 14.55 
7 25 1 1.20 
7.95 9 75 

9.99 12.99 
9 75 11.20 

7.99 1 1 99 
7.25 Tl 20 

11.20 
7 25 9 00 
2495 
29.95 31.95 

6 55 

7.25 11.M 

7 25 11.20 
7 25 10.45 
9 75 13.54 
7.25 

7 25 1! 20 
7 25 ^75 


CW12S 

Malctidayll 
Mighl and Magic 
Mm-OfllCell ' 
Morpheus 

Nigal Map-ssPCuno Prm 
North Star 
Now Gamas 5 
Oclapolig 
Ou1rur> 

Pandora 
Pimiw 
Plaioan 
PbvWSral Sea 
PYedatO^ 


CftJS drs* 
6.55 11 2Q 
1995 

1275 

11,20 13.50 
7 25 1 1 20 
7 25 H.» 
725 

7 25 0 75 
7 26 9 M 
7.25 9 75 
11 20 t4 95 
7.25 1 1 20 
7 99 11.99 
7 25 1 1 20 


Pr j|ect Slealth Fghter 11 ^91 405 
P-SlTrifeigy 7 25 11.20 

Questfonlll 14.95 

FLsstan $55 975 

R*dOclohef 1 1.20 14 95 

Rimfurnnsr 6 55 9 76 


GS4/12B 

The Eternal Chggw 
The Pawn 
The Train 
Time end Ma&ik 
TDpTEr.Coiieciion 
UihmrbrlliorlVbrV 
UpPenscbpe 
JSAAF 

Vampires Empire 
Veham Strikes Back 
VielqryRoed 
Vindicator 
Visart 

WHrgame CwstrLcHdr 
Weare 5heClwnj5ipf« 
Wiiard Wars 
1 fl GtiJiil Games 1 1 
4th benches 
6 Pack Voi 3 
720 degrees 


C855 BYS4 
14 95 
1495 
7 99 11.99 
11, W M20 
7.25 9 00 
14.95 

14.95 

34.95 
7 25 9?5 
7 25 11.20 

6 55 9 75 
7.25 II 20 

7 99 11 99 

14 95 
7 25 13 50 
7.25 9.00 
7 25 M 20 
7.25 1 1 2D 
7 25 1 1 20 
7 25 9 05 


Please make cheques or po*ml orders payable to WORLDWIDE SOFTWARE. AH prices include postage & packlnq ,n 
Overseas jWeaM' ^ El JO^^sMdf AJR MAIL delivery. Credit card nrd.r, 

Galashiels: fDftM) 67004 {24 hour* Nottingham: 10«02| 480779 j?4 hours) 


Fled Oclotxn 
Return tp Atlantis 
Return to Genss 5, 

Road Blasters 
Rockal fl&ngar 
Rockford 
Rolling Thunder 
Screaming Wings 
-Shadowgale 
Sh shock Holmes 
Sidewinder 
Slam Service 
S nbacf &. Throne Falcons 
SoCGtif Supremo 
Slarghder II 
SlalianMl 
Stnke Force Hamer 
Stnp Poker 2 Plus laflif&ortyi 
Test Dnva 
The Pawn 
Thexder 
Tnree Stooges 
Time and Magik 
Time Bandil 
Universal Military Simulate 1 6,45 
Vampires Empee 13.25 

Venruriaiw 16.45 

Wizzball- 16,45 

Xenon 13-S5 

7 Crtiefe of Gold 22.95 

Joysticks 

Cneetab 125 plus 6.35 

Cheetah Mach 1 Plus 1 2 95 

Comp Pro 5DG0 1 2 95 

Comp Pro 5000 Clea- 1 3.95 

Comp Pro 5000 Ektra 1 4 95 

Speedking 10.99 

S^ieedkng with Aulqfira 1 I 99 

Ram Delta 7.99 

Cruiser 7.99 

Peripherals 

Azimuth C364!aMheadflliSiki! 9 99 
5 2 & 015 k r.-&^|hoids ICO g .95 

C64 dusl cover 4.95 

C64 disk dnva cover 4, 50 

Reset sw*tch 6.99 

C2 N Datassetl® unit 2S 95 

Blank Disks 

3 5 DEL'OD Iper ten.i 9.96 

5 25 ' double Sided Iper ten) 4 99 

UK, 










HITS 


r% 
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weif presented unlike ihe bland attempts of the four-letter 
word mag C&VG. Keep up the good work and as long as 
you remain faithful lo^rnotore you’ll remain at the top 
of toe pile in computer magazines, I also agree wito 
Stephen Hewson's tetter on mulliloacte a couple of mouths 
ago. They are essential to the 64’s survival 
G Keaveney, Huddersfield, West Yorks 

independent surveys reveal that computer owners are 
amongst the most avid watchers and buyers of videos; the 
inclusion of a video chart simply reflects this trend, Arcade 
games have always been of interest to games players, and 
a feature every three months or so ts hardly regular, In any 
case, features in general help to add spice and variety to 
the normal reviewing format, 

LM 

ARE MULTILOADS 
A BAD THING? 

Dear Lloyd, 

l have noticed recentfy that there is an Increasing fear of 
16-bit machines and how supposedly they stand to a 
position to obliterate the C84, After reading the Editorial. 
Issue 37, this confirmed my suspicions, Stephen Hewson. 
(letter of Issue 37} has given us the answer; increase 
muthtoads to give better graphics and sound with more 
depth and piayabihty. In my opinion, multiloads ere far 
from contributing to anything worthwhile, I know il bdif$ 
down to the old multitoad dilemma, but I plan on taking it 
one step further. 

Firstly, I think we are overreacting to Ihe threat, and if we 
are to solve anything, original uncomplicated software is 
the answer. Depto and atmosphere in a game are provided 
In fluent gamepiay, one which is not constantly interrupted 
by obtrusive and mfiewble muftlloads. A lot of the software 
out nowadays, tors including Ratoon, contain 
| unnecessary muftitoads, i think the only advantages they 
have are the generally superior cosmetics, but even these 
pay the price with disjointed gamepiay, Superb graphics 
and sound are not vital ingredients towards the production 
of classy software and multiloads catering for these 
certainly wont be considered as competition with tongas 
and Ataris, What I think we are forgetting is just how much 
we can achieve with single loads. Take classic examples 
such as Impossible Mission, Head Over Heels, Bubble 


ftttHD 

iiinmim 


STATUS QOi 

MORALE SCORE 


LOADSAPRAISE 
(THE SEQUEL) 

Dear Lloyd, 

I have recently purchased a Commodore 64 after realising 
that the gamepfeay o! the Commodore knocks the 
Spectrum 4$K into the ground, So naturally when I 
switched computers, I also switched msgs. as I used to 
read Sinclair User arto C&VG, and I was always 
disappointed in these mags, also with the games I bought 
for my Spectrum. When I bought my first Commodore mag 
i decided to try out 2ZAP! 64 and found il mgs! impressive, 
my attention was immediately caught by the fairness of the 
game reviews, which when read gave me a good idea of 
the gameplay. 

I would like to toank Peter Dent and Guy Chapman as 
they’ve made me leal quite young, you see when (decided 
to buy another computer I felt as if I should have grown out 
of computers, Gut after ZZAP 1 Rrap I feel qurte different. By 
the way keep up the high standards and you will have 
gained one devoted reader. Because for E1_25 per month 
how can I possibly go wrong?. 

Devoted Reader, &mon Jones, Newcastle, Staffs. 

Shucks. You 're making u$ ail embarrassed 

LM 

Well, that about maps it up for this month. If youfoelyou 
haw anything of value to add to this part of the 
magazine, send your letters In to Lloyd Mangram, 
aAP! TOWERS, TO BOX 10, LUDLOW, 
SHADPSIRE, SYB 1DB„ 


Bobble and iK + ; spread across a single- toad they manage 
to provide plenty of depth, lasting appeal and smooth 
gamep Say with good cosmetics at the some time. 

It win be games like these that support any competition 
present with 16-bH machines. Gemless comments 
d irected at muftiloads. such as, ' How they stand to expand 
064' are only there as an easy way out , If the software 
industry is going to darken ql* days with increasing 
multiloads, we can at least contribute some constructive 
opinions and suggestions through the help of software 
magazines such as ZZAP-. which might help solve part of 
the situation. I'm all fry that, but this pretentious business 
about competing with Alans and Amigos is just 
superfluous. 

To round oft then, J think we need to stop and think, Are 
multiloads really going to compete with 16-bit machines? 
Can we realty pretend our C64s are Amigas or Atans, 


V’* --- i : 


'-u* i* „# -i 


balanced against my arguments? I will be interested to 
hear any more views on this new and debatable argument 
on multiloads 

E Casey, Norwich, Norfolk. 

As yet the 16-bit market is far from fulfilling its potential 
with many 64 games more playable than their 16-bit 
counterparts (witness Wizbail and Great Giana Sisters/ 
ft '$ the gameplay that counts, and there 's very little on the 
ST Or Amiga that even approaches the addictive qualities 
of the best 64 games. Muttiioads have great scope for 
improvement, it s true- Software Projects founds solution 
with th&r Dragon 's Lajf duo - tut for some programs it's 
worth the hassle, take a look at the whole of the Epyx 
Games senes and the forthcoming Hawk eye from 
Thaiamus. 

LM 
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A WORTHY SUCCESSOR TO 
THE EVER POPULAR MATCH DAY 
FOOTBALL SIMULATION - 

D JK A GAME WHICH HAS 

- REMAINED IN THE READERS 

Charts for 3 years! 

Drummond this NEW Match Day Is the 
* create the pinnacle In computer soccer. 

■ - save facility, 
to move the ball from player to prayer with automatic 


Written once again by Jon Hitman and Bernle 
restth of an the customer Feedback and advice on how tL ^ ^ 

Fit yourself against the CPU or with 2 players - Full league or cup competition wfth unique code 
JDirip, head, voile/ and kick fusing the kFelc meier| 
deadbaif set ups and goalkeeper control, 

DIAMOND Def ^CTION SYSTEM™ ensures realistic bail I 
ricochet and the action comes with I 
full music and sound FX. I 

If you want the very best In foot- f 
bail for your micro then there's only 1 
one choice. . . MATCH DAY If with I 

multi-menu system makes the home " 
computer come alive. 


AjW57flAD 


SPECTRUM 


COMMODORE 


oc * ori « the registered trademark of Oeeon Software Limited 





TRILOGIC 

w 



BACK-UP AND TRANSFER PROGRAMS FROM 

DISK TO TAPE ►TAPE TO DISK ► DISK TO DISK ► TOPE TO TAPE 


SPRUE SAVER A EDITOR WITH 'ANIMATOR' 


REGARPL ES OF WHETHER THE ORIGINAL WAS 
LOADED FROM DISK, OR TAPE 
INDEPENDENT "ES^S SHOW THE EXPERT TO HAVE 
THE MOST EFFECTIVE COMPACTOR SO YOU CAN SAVE 
MORE GAMES PER DISK AND HAVE FASTER 
RELOADING 


SAVES A BACK-UP IN ONE FILE. 


EXPERT IS NOT NEEDED FOR RELOADING A BACK-UP 


• PROGRAMS RELOAD IN LESS 1 HAN 10 SECONDS 
USING NEW ROCKET LOADER 


■■■A. t: 

GUARANTEE EF NOT 
1 00% SATISFIED. 

ALL ORDERS DE5 PATCHED PROMPTLY 
BY RECORDED DELIVERY 
EXPRESS REGISTERED POST AND SAME 
DAY DESPATCH - PLEASE ADD i l 95. 

PLEASE STATE DISK OR TAPE WHEN ORDERING 

—HOW TO ORDER — 
by phone ► 0274 691115 

Wl 

OB FAX ► 0274 600150 




joystick AUTOFIRE MODE EVEN BETTER THAN 

_ A UTQFTRE JOYSTICKS 

* JOYSTICK FORT SWAP YOUR BACK-UPS CAN USE 

THE SAME PORT. 

l POWERFUL £ PROF ESSIONA L 64k M CODE MONITOR 

PRINTOUT Hi PCS A LORES SCREENS. 

* EXPERT EXPRESS - USE THE EXPERT AS A DISK 
TURBO LOADER. 


UPGRADABLE 

i.'-i | iv ExjPEffT crtrrv-t rfh r. opmUng m iM-k O lApt maktii 

. igidC i (!, twin vmplp gnp neapcny^T ' r'.l bi* SI t<-r Li>r:iaiittM ids to 
set HOwPliMdi THE LK^EPFS ni**s rnfil fn ipfirartir 


TRILOGIC 


WITH ACCESS OB VISA 



THE PROFESSIONALS CHOICE - WIDELY 
USED BY LEADING SOFTWARE HOUSES 

'ne LKPtHi li r.gfily acrljripsayafl lejidng pqparrtYieti kH fc, db-.lv rl 
ritlD aodytuna *1 Ibe WSt anrrv-, fwn ,i"T.it:n twfy*. sdfoiare h<XiW 
1 HE LkPEHl Htnouflh Ikey *3nl Lkrb adml d 

EDUCATIONAL 

1 ^ I li 3 £Ml Iwnog nri. li rt nw \a grfljtifl b CTipv wf1t 

truth re tude I HP panful T.xrlrf i-r.itH", yfiu to r-tpetl m t t J lH 

1*11 |HLi Ihe ffl'1'5. pi/i Iff rp/tWtpm rtim, pkn Ihe praeeifir 'tli.rvleft,, 
pui I'Sft' ‘fill. i S&mwntUB njdr ate' trtn&ter tmipdrc 

S*arth. III *'<l lOM * W*e Ther* niB H«U b A dis.mal la Iky. 

EDnwiakon i^jmrnand v at*, on fesjftn&le O0rYiPvark> H thK pXi can *d ig 
y;iji .-Min msr'nnr r >:ir fungrarn-j In ill. mi ?9 •LCriir'kS'KX M PQriaAle 

THE UNIQUE EXPERT - THERE IS 
NOTHING QUITE LIKE IT. 

(1 yraj wc umkJ to tjCcwei'lNli'Jl ten?* 
la tea a I IV: grtln^ LMid [fit 'ttj tee. 


i jou T-i, and mam ThL t*PEfrT 
.Ties .j RAM cbpard is pP7i(jrann>'rl 


BY MAIL - SEND CHEQUE, 
POSTAL ORDER. PO GIRO, 
OR CASH IN REGISTERED 
LETTER, EUROCHEQUE, 
RANKERS DRAFT ► 



brlmr JIT Iram dbk & lupt. (Tm takes Crty n le» seconds De* meant IMf t 
E ESP 

dees 

allw EXrtFltRS «XUiWJe, you': SE.re^ -hfi| THE FXPtRF Mhebevl Bing 


& rtcy SlfltfM jrd easy 10 upgrade THE fjfcF RT. u? ike id»i*r.' ltuI 

Wfe die cow den| h-ijl *.li-n-i a k^r}' Mhrd l.ir^ ike ihuMndS ;l 


Trilogic Dept. ZZ. Unit 1. 

253E New Works Road 
Low Moor Brad lord BD12 GQP 


K 


E KF FT .'.”1 ES ' ' ffl :'TF. TAEITY FI 7ASE ADC Cm I ADDITIONAL POSTAGE s SEND 
PAYMENT IN STEP,'. IN' . NIY EX' -T MASTER A RCA ’’FS5 £ VISA CTIL'ERS 
ACCEPTED BY PHONE OB FAX 



AS LtJ.UT* kM yoi^ tJ beMlKlmcl. 'Htp nium rl ^Ihn 

10 dad. v W*il n ‘‘~S*?t bstd 

THE EXPEKT UTHJTY DISK V3-2 

Tub r. rs'kinlialtr tP&n-JtrlTf icme games.. I tofnaro cm?t 25 

mi Jl.iain Ira'istcf roUliWi, Z5 fBMS, l£H DdMKted iair«. Mr 50 rttejl* hx 
rl r,| P iiwn rir n^UJPrq COMFWCTOR «hd-. *3uC« d'i EKPESTEfi j»me 
,p to 4Tf-:: al*. -i FAST F A COPIED AMWING UAIUE AT ONLY [5 » 

UPGRADES FOR EXISTING EXPEET 
OWNERS 

Ekrid Qftfv t a 50 kH ll»e 'JYE ST VI 2 k SCFTWfiRF .m i^nLed aljtj.t add 
mukdiiH BOCPEi ire nee super fc> mhw icjader 
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Hi4!LLEN3E 


Greetings to you all, my loyal and humble fans. Last 
month saw the thorough trouncing of the short- 
sighted snot-gobbler Paul Glancey - this month l have 
decided in my infinite wisdom that TZAPl's answer to 
the pork mountain, flabby Gordon Houghton should 
be called to the challenge arena. I feet confident that 
that oafish tout can be thoroughly embarrassed and 
have just the right person to challenge him. 

My champion is John Reginald Clarke from the illegal- 
sounding Sandy Upper in Bedfordshire, and his cho- 
sen game is the American football simulation, 4th and 
inches , a game at which he is very capable as his chal- 
lenge form informs me. Personally I think the whole 
concept of throwing an oddly shaped leather bag full 
of air around a pitch is something only a retarded and 
neanderthal race such as the humans could have 
cooked up, but as long as the lardy lump Houghton Is 
beaten and humiliated by my challenger, I will be futly 
satisfied. 








On the day of the challenge, John 
Reg arrives looking confident and 
very much like that eternal loser 
Eddie Edwards. With his joystick 
firmly clasped in his hand, he 
stares long and hard at irksome oik 
Houghton to 'psych him; out'. Per- 
sonally. I'd kick him between the 
legs. 

As usual, ZZAPI's jolly pink giant 
■ s obli via us to what ' s going on, and 
with a stupid smile of one with a 
single brain ceil, he sits in front of 
me monitor. Much to my 
annoyance, Wriggling Rjgnall 
fetches a chair so trie stupid lolling 
lummock can actually see the 
screen. 

After shouting for quiet, I order 
the challenge to commence - one 

g me of five minute quarters. 

ngling Glancey, one of mother 
nature's little accidents, tosses a 
disc into the air to determine who 
has first choice from the two 
teams. Obviously Glancey is an 
expert tosser, because Houghton 
wins, His choice is the Champs, 



► Could it be Eddie Edwards ... or my challenger John Reginald 
Clarke or a fish out of water? 


much to John's delight, who's a 
Pros man. 

Without further ado the chal- 
lenge begins, with my champion 
kicking off. The fat man catches 
the ball, which surprises me 
greatly considering that it requires 
a fair amount of co-ordination, and 
moves up the field as fast as his 
elephantine legs can carry him. I'm 
very pleased when I see John bring 
the sloth down as he reaches the 
the 20-yard line. 

Now is the chance to see how 
the pot-bellied prat handles his 
balls. The first two downs end in 
Complete disaster as he 
repeatedly fumbles. The third 
down sees a gain of four yards, 
and the fourth sees another fumble 
- giving my challenger an early 
advantage ns the bail is gjven to 
John. \ settle back to see how he 
plays, and pop a delicious Blue 
Loo into my food receptacle. 

It takes him three downs to 
move 12 yards, and another two to 
get within four yards of the goal, 
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The third down sees a touchdown 
- putting John ahead by six points! 
The extra point attempt is good, 
and with 2:42 on the clock my 
challenger has taken an early lead 
against the play. 

From the kick-off, the man with 
the bovine eyes and porcine 
stomach returns the bail 20 yards. 
His first two downs see gains of 
five and seven yards, the next 
down is another 12. Then he mus- 
ters all his extra calories for a 34 
yard run. I curse lady luck and 
watch as again he has a lucky pass 
and crosses the touch line. My 
stomach chums and bile and Blue 
Loo shoot across the table. A 
minute later I'm feeling a lot better 
as the stupid idiot misses the extra 

E oint attempt; the signals from his 
rain through his dense body to 
his fat fingers obviously getting 
warped as he misses the ball by a 
mile. The score stands at 6:7 in 
favour of J Reg, and the first quar- 
ter clock runs out. 

The second quarter begins well 
for my challenger and he makes 
steady progress up the field. How- 
ever a disasterous four downs 
means that he has to attempt a 
field goal. My frustration and 
annoyance is further compounded 
when he misses. His failure means 
that the man who often poses for 
the 'before' shots has the chance 
to go into the lead. Four downs 
and a 54 yard gain result in more 
Blue Loo- regurgitation, and I'm 
even more sickened when the 
human barrage balloon wobbles 
his fat behind into the endzone. H is 
extra point attempt is good, and 
as the half-time klaxon sounds, my 
challenger is behind 13:7. 

Still, the moron mountain's lead 
is only a slender one, and that 
thought consoles me as the third 


► Much joystick wlbbling and ball-play is In evidence John 

fteggie end Gordon Leslie grapple on the grid-iron 


The ZZAP! wimps attempt to carry their chumpion shoulder 
high, but their weedy arms can't take the strain , . . 


► T enslcn mounts as the game gets underway 


quarter begins. Johnnie Reggie 
receives, and progresses to his 23 
yard line. A superlative move sees 
him progress another 37 yards' 
However, a stroke of severe bad 
luck sees Houghton intercept his 
next pass; thighs slapping 
together like giant hams, he thun- 
ders up the field registering 6 on 
the Richter scale. His first down 
sees an odious gain of 1 4 yards - 
damn his luck - and his second 
another 1 1 , My challenger is look- 
ing decidedly rattled by all his mis- 
fortune, and I'm seething. 
However, his luck changes, and 
four downs and four fumbles in a 
row means a possession change, 
and my challenger is on the move 
again, A stoke of brilliance results 
in a 22 yard gain, but the next move 
nearly causes me a haemorrhage, 


As usual, the big wan one is wan- 
dering around in his usual idiotic 
manner, and intercepts the ball - 
his look of surprise is almost as 
great as my ch a i longer 's. A 42 yard 
return, sees a smile of sickening 
smugness spread itself all over his 
soggy visage. 

That sickening expression 
grows even bigger as he throws a 


33 yard pass. The next move sees 
the rotund twerp waddle across 
the touchlrne and into the 
endzone. The flaccid flabby's kick 
is no good, but his lead is; 19:7. 
Wit h only a few seconds to the en d 
of the third quarter, John has little 
chance to make headway. 

As the fourth quarter begins 1 
whisper words of confidence into 
John's ear, and they seem to have 
good effect for he makes steady 
progress up the field to fat man's 
11 yard line. I watch intently as he 
moves slowly forward, but shout 
in exasperation as he fails to make 
10 yards within four downs. The 
ball is turned over and the evil 
ZZAPE one slowly progresses back 
down the field, Time is slowly run- 
ning out when John intelligently 
intercepts the pass and rushes 
back up the field. The clock slowly 
ticks away, and my hearts sink as 
I realise that he's nol going to win. 
As the clock runs down John kicks 
a successful field goal to take his 
score into double figures. The kla- 
xon sounds to announce the end 
of the game - the score: 19:10 to 
the overweight twerp. I quickly 
banish John from whence he came 
and leave the room just as the 
utterly disgusting 2ZAP1 team 
begin to celebrate, 

I'll be back next month, though 
-and victory WILL be mine! 


► BNg blubber BO boy bounces hack . . , 



7 SB (US Gold) 

206,561 David MBlhefsofe, Bishop's 
SlOrtford, Herts 

25?,,8<)Q &az. Orion, Nottingham 
248,506 Steve LOO. Guiidford, Surrey 

ARXANOID || - REVENGE Of DOM 
ijlmegifisj 

129.060 Bryan Gibson, LocPlvala, Dumfries 
125.010 Wflyn&GunnalP, London . H5 

BEAT IT (MaslertrOfiiC] 

770.535 Stuart Scattergood. DO*s*de, Clwyd 
4fi&, 004 Anthony Byng, Bramsgrpys, Worts 
323.035 Hamish Singh. Pratt's- feottom, Gxpn 

BANGKOK KNIGHTS (System 1) 

69,247 Faisal Hamid, Perth, Scotland 

57.300 Stftven Packer. Chelmsford, Essex 
37,260 GtJfy Leslie, Berwick upon Tweed, 
NorihumbpHand 

Barbarian [Palace Software) 

290.600 Mwk '.Yoodi&drt, Fantiam, Middx 

205.400 Robert Pascoe, Tharo. Cornwall 

281.600 Gram Mundy. Stony Stratford, Mirtor 
Keynes 

BATTLE VALLEY (Rack-HJ 

739 .300 Karan &gtja!l, Tooting, London 
600.250 Marlin Lear, Huddersfield, W Yarfca 

455.550 Ntoil 6 Kenny, Grsigenfrnny. 
Edinburgh 

BUBBLE BOBBLE (Firebird) 

5,909,500 Jonathan RusseHI. Wokingham 
Berks 

5,834,090 Naif* Kenny, Craigpntinny, 
Edinburgh 

5.0l2,3CO Ravmdar SalufA, Leamington Spa. 
Warwickshire 

BUDDY boy (EliSef 

T2O.340 Jonathan Pea-snail, ParklandS. 
Northampton 

1 10.510 Jake E. West Bromwich, W Mid-a 
1 16,710 Oamel Roberts, Newhayen, S-uSSax 

COMBAT SCHOOL 

302.060 Paul Inman. Yftdtey, Birmingham 
290.B30 Paul Pice, Yardlay, Birmingham 
249. 030 Steven Packer. Chelmsrard , Essex 

COSMIC CAUSEWAY [Gremlin Graphics) 
409.157 Paul Brown, Stockport, Chashre 
467, 114 Matios Stylianidea, London. SWV6 
431,651 Slewen Pbypws, Sunrvyihill. Derby 

DBILLEft (Ifieantwe) 

&6B.SB0 Steve PratL Leighton Buzzard. 0eds 
31 D, 750 Steve Lae. Guildford. Surrey 
240,050 E Monkhouae, Newcastle upon Tyne 

GAME OVER (Imagine) 

1 45.550 Dean James . Wd&l Bromwich , W 
Midlands 

103,650 Nicholas Gitrtun. Brussels. Belgium 

99.400 Mike Thanes, Caerphilly, Waies 

GAUNTLET II &J3 Gold} 

ThOr 

12.761 .453 Gad Keaveney, Huddersfield. W 
Y&rka 

5,202-ODO Martin Lear, Huddersfield, W Yorka 
5,00l .763 COP, Newcaalle upon Tyne 

Marlin 

24,663.449 Gaa Keaveney, Hwddf^Sheld, W 
Ycrtte 

7,625.922 Martin Lehr, Huad&rsTieJd , W Yorks 
940,970 John Glynn, Newcastle. Slafts 

Thyra 

1 1.296.310 Gad Keaveney, Huddersfield, W 
Yorks 


3.343.222 P Hadley 0 J Lister. Newcastle upon 
Tyne 

2.001,225 Martin Lear, Huddersfield, W Yorks 
Queslor 

9,017,642 Ged Keaveney, Hucdersti^c, W 
YOrLfi 

4,62l ,442 Martin Leaf, Huddewgtield, W Yorks 

ORYZOR (Ocean) 

760,106 Neil Robinson, Loads, W Yorks 
745,700 L&e BforSha-w, Blackpool, Lancs 

GU NSHIP (M icroprotej 

3G2.39G Paul Griffiths, Llandudno, N Wale* 
£79. 995 David MplhprsoSe, Bishops Stanford, 
Herts 

•278,705 Richard Mtflor, Bridgewater, 
S&maraal 

HUNTER'S MO&N (Thalamus) 

472,150 ZwaU BfMliSOn, Suttorvin-Ashfield, 
Notts 

227,076 Mflllhow Litton Elmley Castle. 

Worca. 

t£&, 950 Julian Rignpll, ZZAJPl Tdwera 

I, BALL (Firebird) 

104.646 Merc Johnson, Broughton. Chssler 
60,249 Edward Marshall, Hajifty, York 
54. 660 M Biar&er, ChaSdle, Cheshire 

IKAflf WARRIORS (Oita) 

331.060 L Woodhams. Raddilch, Wares 
30T.960 Philip Cheshire, Rotherham, 5 Ygrkg 

269,600 L&u El ershaw, ^lackdOOl. Lancashire 

INTERNATIONAL KARATE 4 (System 3) 

441 .000 Stephan Cargill, Upmunsfor. Essex 

332 .060 Wayne Chapman, Stake Ferry, 

Norfolk 

33 1 .000 Jfln Farmer. London SWl 0 

■O (Rainbirdl 

99,040 Steven Packer, Chelmsford, Ease* 
54,680 Sieve Wggms, Clacton on Bee. Essex 
44,210 S flroDft-.ng, Slough, Berks 

MEGA APOCALYPSE (Martech) 

1 87,620 Fetar Clarke Hartlepool. Cleveland 
173,540 J Constable, Wymingibn, Northants 

153.060 Matthew Phypers, Sunrtyhill. Derby 

ME TR DC ROSS (LIB Gold) 

1,225,550 Stephen Orman, Astley, Tyldeslay 
1,119, t60 Matthew Raymond. Para Hills, 
Austrska 

M 17,900 Jan Farmer. London SW10 

MORPHEUS (Rainblrd) 

1 ,321 ,405 Richard Pembridga, VYirral. 
Morseyside 

620,463 Per Hoffmann, Vending borg, 

Danmark 

427,766 K Demels, Norihott. Middx 

NEBULUS [Hawson) 

133.B15 Michael Garneft, Hatfield. Herts 
121,595 Jonalhfin (Lawn, Wmdarrnere, 
Cumbria 

11 1, 870 Maflhew Moriarty, Hurst Qreen, E 

Sussex 

OUT BUN (US Gold) 

06.728,403 Martin Lear, HudWecsfieltf, W 
Yorks 

62,664, 100 Dominic Limhy, Wewlyn, Herts 
55,719,760 Robert PflSCM, Tnjro, Cornwall 

P.AC-LAND (Quicksilval 

4&2.93Q Jake E. West Bromwich, Weal MidS 
76,470 Phil Halliwell, Shpllon. C-dHery, Cd. 
Durham 


PLATOON (Ocean} 

1 ,604.600 Mvchae* Aubart, Exeter, Devon 

837,400 R McGpugh , Staines, Middx 
01 4. SOD Mflllhaw Lfplon. Eimley Castle. 
Worca. 

PRQ-HlSlTlON (Infogrpmes} 

$22.1 55 Seb&Shan Stephen, VtclOha 
Austrafta 

$10.2S.U Richard Parge'af, Coventry. W Mips 
$8,370 Andy Gosk,eH. Bociie, Merseyside 

GUEDEX (Thalamus) 

939 Steve Prslt, Ltiightcri Buziafd, Bads 
949 Martin Huisenl, Nuftfansdorf, Holland- 
935 Jon Cook. York, N Yorks 


RE- BOUNDER [Dnsilirin Graphics) 

11 .£50,073 Grerg Knigdit, Ksyworth, Notts 
2.47O.&04 Mart Hodge, Selby, N Ydirits 
1 .£51,213 Haythem AJ'-Kishtainl, Woftaidh 
Nottingham 

RENEGADE (Imagine! 

1 $3,450 Kelvin Clegg, HiySe, Cornwall 
101,200 Dai ran True, Bottom, Lancs 
98-.B20 Andrew Perry, Auckland, New Zealand 

ROAD RUNNER [US Cold!|- 

766,586 Glenn Black, Gameborougrt, Lince 
576,^6 Nigel Bird. Tettanhall. 
Wolverhampton 

323.020 Haythom AI-K3sJTtalna, WollalOn. 
Nottingham 

SKATE ROCK SIMULATOR [Mattwtronic) 

326,300 Ekien Hamt34Ciy, Prescot, Merseyside 
200,430 Justin Cnle. Hudderafietd, W Yarks 

239.020 Sean Walkar, Melbourne, Australia 


SLAMBALL (AmaHtana) 

IT, 070, 440. G Leslie, Bam 
Northumbartand 


Berwick upon Tweed, 


9 073,850 Dean Bells, Edenbridge, Kent 
7.462,660 Carlelgn Shaw, London NIC 

SLAP FIOHT (Emaglne) 

800,956 Shawn Sutton, SCHjl-hamptDn, Hanlg 
•50S.CO6 Mjtthflw Viveash, Channor, Owen 
477,906 Nick Pavill, Flushing. Cornwall 


^Jinburah 

936.428 tan Oemenl, Bremhall. SlockpaH 

STAR PAWS [Software Projects] 

641 .592 K Daniels, Ndrthalf, Mttdx 
&07.BS3 Edward Yu, Raynes Parti, London 
460 ,3Q6 Sll^Jben Laidlaw, Leighem , Plymouth 

SUPER SPRINT (Electric Orcarrat) 

9S2.390 Erie Watson, Berwck-on-'Tweed. 

Northumberland 

271,560 Matthew Sears. WerCs 

154.900 Dean Thomas, MachynlUith, yVales 

TARGET REnEDADE (Fmegln#) 

206,400 Stephen Evens. Poyntdn, Cheshire 
2Q5.806 1 Elv* Patel, Bradford, W Yorks 

199,600 Laois Polycarpoo. Edgware, Middx 


tTSTRlS [MinnorsDitt) 

34,470 Sluart Scattergood. Deesldc, Clwyd 

20,020 Michael R&in&fce, Ludinghausen W 
Germany 

12,025 Kafr Hamza, CRASH Towera, LutBdw 

THING BOUNCES BACK [Gremlin 
Graphic*) 

3.7&9.-B25 Alan WSSCExrfcs-. Swinddni, WiilS 
2,053,532 William Celleflhah, Tipton. W Mids 
1 .077,555 Casey Gallachef, -^waHOwflald 

THUNDERCATS (Elite) 

206,659 Paii Inman, YarrEey, Hirmingham 
131 ,25& Jonathan Richards, Nuneeldn. Wart* 
Nttfras Gielen, Brueseles, BetglLm 

TOY BIZARRE (AtfivfeiiHi) 

545.850 Bjorn Helen, Parpis, FinlariC 
275.729 MiChae! Sharpe, Peterborough. 
Camde 

223.420 JD Uiver, Ipswich, Suttolk 

UfllDIUM + 1H«wsnn) 

5 75.605 Tim Goldee. N& Fixed Abode 
470.925 Naville Lhwb, Pod Talbot, S Wales 
244,506 MiChaul Lykka, Viborg, Deonnark 

VIDEO MEANIES (MasteRronk;) 

362,161 Abu} NuSSain. Langs^ghl, 
Manchester 

250.541 Stuart Scatlefflood.. Clwyd, N Wales 
250,101 Michael Palmer. Main stone, Kent 

VOIDHUNNER [Mmlertrontel 

6,492,266 Richard Hawkins, Woking, Surrey 
6,253.825 Grsnl Bsnnlster. Lutar,, Seds 
5.997.320 0 Rice, Sauihggie, .London 

WONDER BOY (Activision) 

852,210 Rabert Crisaftc. Qvmtis Park, W 
Australia 

467,540 P Sampson, Victoria, Australia 
4&3,B3Gi Steven CaEanie, Sprlngvale, Australia 

KEVJOUS (US Gold) 

3,328,549 Colin Greeneway. Bally^illan- Rd. 
Belfast 

E:4,38Q Fmsan &rady. VirgiNa, Ireland 
412.940 Matthew Ward, Bromley. Kent 

zenji (Firebmdl 

33, 150 Owen Gorman. Cas Habbyney, Co 
Monaghan 

29,065 Julian RignaJI, ZZAP 1 Towers 
28,820 Michael HeirwkO, Ludinghauaen W 
Germany 

ZOLYX (Flrebin^l 

605,60 i Edward Yu, Raynes Park, London 
524,318 Rob Houaley, Themesn-»oaflf, London 
377,411 M Siasar, CheacSe. Cheshire 

2Y0EX (Zeppelin) 

445,1 50 Gad K&avenay, Huddersfield, W 
YDrtcs 

397,950 Marios Slylisniotes, London, SW16 

195,000 Martin Lear, Huddersileld. W Yorks 

ZYNAPS (Hewaon) 

21 2 .409 JOnalhan Day, Gosport. Hahtfc 
269,375 Eamoflh Scanlon, CO Kerry, Ireland 
199 ,446 Mark. Andrews, Ndtherton. W Vids 


• • w 
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Applications to the Sc o relord 
should be made on a postcard 
or the back of a sealed envelope, 
and entries which contain more 
than three high-scores wili not be 
accepted. 



THE A 
WOND 


BEST IN 
HORROR 
S.F. , 
FANTAS 1 
LISTEN 1 


FILM-MAKEI 

EXPERTS 

IT’S 

PALPABLE . , 
TASTE FEAR 
NOW! 


Pie .4 st ihUl; the contents shown 
on the Issue 1 cover above arc only intend 
to convey an impression and tnav 
not be the same as the contents actually 
published in the first issue. 


I HAVE KNOWN NO FEAR AND 
WOULD LIKE TO TASTE SOME! 

Please semi me a copy of Issue 1 of FEAR.. Britain's most exciting new 
Fantasy magazine, price £2,50 ( post 4- packing included.) 

Name .. 

Address 


Postcode 

S I enclose 0.50 cheque □ I enclose £2.50 postal order 

ade payable to Newsfield Ltd please. 

On the other hand, I'm so excited by Ihe prospect of FEAR that I would like 
to subscribe* and I understand that there is a subscribers 'discount plan and 
some amazi ng special offers, Flease send methe details immediately . , , 
Please tick this box if you would like subscription details Q 

Send form to: 

FEAR OPENING OFFER, NEWSF1ELD, PO BOX 20, 
LUDLOW, SHROPSHIRE SYS 1DB 


THE WORLD OF FANTASY AND HORKOK 


Mnet America's answer n> Clive llarker 

SKIPP & SPECTOR 


THE 

FANTASY 

FACTORY 

S P ecial FX Irom 
1 1 ellr.ii.se r 2 
I hr l nholy 
Pumpkin t Leu J 
Prince Of Diirkncss 


CENSORSHIP - 
THE PETITION 

.Make Vour views eimul! 

Jk plus 

rV k SF, Hornir & I’Vntasy 

V Jr v Book* balm , Video R^vitWh 


SEND NOW FOR YOUR FIRST COPY! 


mr- 

... 






’ j 









Closing date for the competition i 5 
July 9th. 
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FOOTBALL STRIPS AND SIGNED FOOTBALLS ALSO UP FOR GRABS 

Now the season ' s over, is the Jack 
of football In your life making you 
a$ sick as a parrot? tf so, here's a 
competition which you'll be over 
the moon about, Bnan. Them boys 
at Goliath Games have done greet, 
and have had tactical discussions 
with ZZAP? to bring you a compet- 
ition to tie in with the forthcoming 
release of their game Track Suit 
Manager. This, wo are assured, is 
not a simulation of running e 
leisurewear shop, but a game 
which allows the player to plan the 
strategy of a football team his way, 
with a view to wi nni ng trophies and 
all those other shiny objects wh ich 
give footballers something to live 
for apart from their hairdressing 
appointments. 

So what fun-filled footballing 
fings are to be had by the fucky 
winners of this competition? 

Goliath are giving the terribly lucky 
first prize wi nner nothing less than 
a pai r of tickets to the next England 
international match at Wembley 
Stadium. Three almost-as- lucky 
second prizewinners can practise 
ball-play and even look like their 
rootballing idol with the football 
strip of their choice. Failing that, 
you could still be amongst the ten 
runners-up who are in line for a 
football autographed by their fav- 
ourite team. 

What you have to do to win one 
of the above prizes Is so simple 
even a . , „ ah , , „ even a person 
whoisn’t all that dever could do it. 

First of all, scrutinise the brace of 
footballing pics on this page. 

Pretty similar, huh? Well, not quite, 
because in copying from picture A 
to picture B, our skilled artists have 
deviously incorporated ten delib- 
erate mistakes. Find and list all ten 
mistakes and you’ll be halfway on 
the road to Wembley. 

In case of a tie-break situation, 
there's one more thing you have to 
do. Imagine Goliath Games and 
Z2AP’, two giants of the software 
industry, were planning Jo form a 
world- beating football team. We 
want you to put your thinking caps 
on, chaw your pencil a bit, and 
think of a suitably apt or amusing 
name for our megateam. 

When you've spotted al l the dif- 
ferences and thought of a team 
name, write everything on the 
back of a postcard and send your 
entry not to Z2AP! . but to: 


ERE W 


WE GO 
WE GO 


H 

22AP! FAB FOOTY COMP, 
GOLIATH GAMES, 

46 LOCKING ROAD, 
WESTON - SU PER - MAR E, 
AVON, B523 3DN 


TWO TICKETS TO SEE ENGLAND 






n 

i w ^ 

. 


L J JP 

**■ s £-4 ^ 
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This month, ZZ API's strategy specialist, Philippa Irv- 
ing, casts a beady eye over two old SSI titles - 

Gemstone Healer and Panzer Grenadiers. 


GEMSTONE HEALER 

SSI, £19.99 disk 


f— . espite its out- 

ward similarity 
<7\ to Other games 

U I d ^ range 

K.f VT that are 

^ cjeflrtitely what 

f f - 1 call psoudo- 

f games, 

Gemstone IVamor is almost an 
arcade adventure, it borders on 
the edge of strategy,, but consid- 
ering that the manipulative 
Skills required are not very 
demanding, the ability to solve 
puzzles and make decisions 
between courses of action deter- 
mine success This puts it into 
the strategic camp, although it's 
certainly not a game that will 
find favour with those who like 
characters with lots of statistics. 

Untold aeons ago evil demons 
attacked the peace-loving world 
of men, a society that was sup- 
ported by the mystical power of 
the Gemstone, The propensity 
for fantasy societies to rely upon 
single magic items fot their 
economic stability continues to 
amaze me. particularly as these 
gems, shards, rings and other 
gadgets arc so clearly vulnera- 
ble to being captured and 
destroyed by antisocial demon 
hoardes. In what 1 understand to 
be the previous game, the 
Gemstone wbs stolen and shat- 
tered into five fragments by the 
demons. You, in your usual role 
of suicidally brave adventurer, 
have already fought your way 
through the underworld to col- 
lect the five pieces and reassem- 
ble them into the complete 
gemstone. But to your consider- 
able chagrin, the gemstone 
doesn't work! The guarantee 
ran out long ago, and the shop 
refuses to exchange it . „ * so 
you go on a long and uncomfort- 
able trek across a few Unknown 
Mountains to find the castle of 
the immensely knowledgeable 
Wizard Un-named, He pro- 
nounces the Gemstone to be in a 
bad way; it has lost the balance 
of the fundamental forces, and 
must be split up again and reas- 
sembled according to the 
maker's instructions, which are, 
unfortunately, lost. You sigh 
with resignation as you realise 
that this means yet another 
highly dangerous trip to the 


demon plane , . . 

The essential points to be dis- 
tilled out of this predictable 
waffle (and i must admit that I'm 
getting unpatient with tho fatu- 
ous unonginality of fantasy 
scenarios) are that you have to 
search through a complex maze 
of cavem-like rooms for a pair of 
'splitting tools', six alters and 
twenty-five healing tools. You 
already have tho gemstone, so 
once you find the splitting tools 
you can reduce the gemstone 
into five fragments on one of the 
alters, place each fragment on 
one of each of the other five, and 
attempt to find the correct com- 
bination of healing tools to mend 
them and eventually bring them 
all back together. 

Before you start, the game 
requires you to prepare a J map 
disk 1 . This is something which 
infuriates me. but two factors 
mitigate the inconvenience in 
the case of Gemstone Healers: 
the map disk doesn't taka half 
an hour to format, and you are 
very thoughtfully permitted to 
use the back of the game disk 
itself. I gritted my teeth only 
very slightly. If you haven't 
played before, the programmer 
generates an entirely new map 
for you, and ingeniously takes 
the name you choose for the disk 
as the random seed from which 
to begin, The same first 12 
characters will always generate 
the same dungeon. 

The program amuses itself for 
several minutes constructing 
the dungeon, then — when 
you've come back from making a 
cup of coffee —it is ready to begin 
without further dice-rolling or 
ado. This is not a roleplaying 
game, and does not require you 
to roll up a character. Your brave 
adventurer is ready to go from 
the start, equipped with a 
sword, a crossbow, and a ran- 
dom selection of magic items. 
After choosing from one of three 
levels, you are presented with 
some introductory animation 
(which you can skip) showing 
your adventurer running up to 
the castle of Wizard Un-named, 
being told to go on the quest, 
and being transported in a spin- 
ning Vortex to the alternative 
dimension where the adventure 
takes place. 


The main screen is strongly 
visual in its presentation of the 
game information. The largest 
panel is taken up with the area 
of action, displaying what at first 
1 assumed to be an island land- 
scape but quickly realised was 
an underground room with 
irregular walls, The adventurer 
is a smallish figure suitably 
equipped with the weapon 
selected at the time. Exits from 
the room, which is usually sev- 
eral times larger than the 
screen, are clearly displayed in 
the form of doors, archways or 
gratings. Apart from the occa- 
sional redundant pillar and very 
important altar, the rooms arc 
otherwise devoid of feature. 

Below the 'viewscreen' is a 
row of items carried in the 
adventurer's inventory. These 
are the magic items, splitting 
and healing tools, and bits of 
gemstone. At the beginning of 
each new game the adventurer 
has a different selection. They 
are clearly Illustrated in the 
rulebook, along with a descrip- 
tion of their effects: there are 14 
magic items altogether, includ- 
ing an "Ancient Black Thing' 
which creates illusion and looks 
suspiciously Like a computer 
disk! At the side Of the screen 
are panels displaying other 
information, like the number of 
crossbow bolts you have left in 
your quiver, the "treasure count' 
- which serves, rather crudely, 
as a highscore indicator - and 
the location of secret doors, if 
you're using the magic dagger. 

When he first arrives in the 
land, the adventurer is alone in 
the first room. Walt around for 
any length of time and company 
soon arrives. 

Since the main business of the 
game is to find objects, and 
objects can only be found on the 
dead bodies of various nasties, it 
follows that the extermination of 
the unpleasant creatures who 
inhabit the land is the way to get 
on in the world. There are six 
‘normal' monsters, three 

demons - demons are the 

monsters most likely to carry out 
the sort of thing that you're look- 
ing for — and a nasty thing called 
a ‘summoning eye', which 
spews forth endless 

antagonists. Each type of crea- 

ture has its own distinctive 
noise, so you can hear it coining 
and identify it even before it 
makes its appearance on the 
screen, 

The best way to kill these 
monsters is to stand well back 
and shoot crossbow bolts at 
them. This is where arcade 
skills, such as they are, come 


becomes slightly reminiscent, at 
Lhss point, of Gauntlet, but the 
monsters do not move very fast, 
are not very copious (on the 
boginner e level, anyway) and 
cannot do you any damage 
unless they come directly into 
contact with you. Also, unless 
there's a 'summoning eye' 
around, there are only ever a 
limited number of monsters in 
each room. Once all are elimi- 
nated* you can ransack their 
bodies at leisure. Most monsters 
carry some sort of magic items, 
or gold; items are added to your 
inventory, if you have sufficient 
space, and gold goes into the 
‘treasure count', 

It is not difficult to find the 
splitting tools necessary to shat- 
ter the Gemstone into five frag- 
ments, but healing tools are 
thinly spread and entirely 
obscure as yet in their applica- 
tion, I came nowhere near solv- 
ing the puzzle, but the simple 
pleasure of roaming through the 
seemingly endless number of 
rooms, shooting monstt,^ and 
gathering items and treasure 
was enough to keep me enter- 
tained. Gemstone Healer shares 
this characteristic with an 
arcade game; it can end with 
appalling abruptness. If you 
have a particular magic item in 
your possession at the time of 
your death, you are eligible for 
resurrection. Otherwise, it’s 
back to the castle screen for 
another attempt. 

The magic items have a vari- 
ety of interesting effects. The 
'ancient black thing' changes 
your adventurer into a skeleton, 
the ring makes him invisible, 
and there’s a useful dagger 
which helps you find secret 
doors. The caverns are also 
mappahle, and the designer in 
the 'tips' section of tho rulebook 
suggest s a diagrammatic way of 
doing so. 

This is not a particularly 
demanding game, and one of the 
things it doesn't demand is to be 
taken, too seriously. The plot is 
silly and clich^d, the graphics 
are too simplistic to generate 
much 'game space' atmosphere, 
and there is none of the game 
structure complexity that would 
put it into the pseudo roleplay- 
mg bracket. On the other hand, 
there is a lot to do in the game 
Tho puzzle is a long-term objec- 
tive, and the immediate game? 1 ’ 
lay is satisfying and entertain- 
ing. There is certainly a lot more 
than an afternoon's play in it, 
and for the player who enjoys 
mapping huge complexes and 
solving obscure puzzles it’s 
ideal. I was sorry that I had to 
stop playing to write the review. 
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PRESENTATION 87% 

SSI can be rarely faulted on 
packaging. and the game is 
convenient to handle, 

GRAPHICS 70% 

Lack of excitement js made tap 
for by clarity 

RULES 81% 

Well written and produced, 
with cleat illustrations. 

PLAYABILITY 82% 

Smooth and addictive 

OVERALL 80% 

An excellent ■ example of its 
type- 


PANZER 


mi Mif 


SSI, £19.99 disk 



he Second 
World War was 
a tune of innova- 
tion in the 
of 


ff L. 

fighting, 
technology 
affected war- 
fare in the First 
World War, and it overtook it in 
the Second. The German Army 
was particularly he on to develop 
and exploit the technology of the 
battlefield. Tanks, which made 
their appearance towards the 
end of the First World Waii, came 
into their own in the Second. 
They were faster and tougher 
than infantry and had infinitely 
mere firepower, hut they could 
not do everything ; only human 
beings had the mobility to move 
into woods and towns to consoli- 
date the taking of territory, and 
so they had to work with the 
armoured divisions. This raised 
the problem of the different 
speeds of motorised units and 
slow- moving infantry, a problem 
which was solved by the crea- 
tion of ‘armoured infantry'. 
These dims ions were the 
'Panzer Grenadiers' of the title. 
This game is essentially 
another shot at storming the 
Russian front and doing a batter 
job of it than the Germans did. 
The player is given command of 
a grenadier regiment of the 
Gross deutschland Panzer Gre- 
nadier Division, along with the 
elements of a panzer regiment 
and an artillery batallion; all the 
forces, in fact, historically availa- 
ble to the German commanders. 


It is a straightforward 
'cardboard counters' style war- 
game, and unlike some of SSI's 
range is probably suitable for 
the wargaming beginner. There 
are not huge tables of necessary 
statistics to digest before start- 
ing, or tortuous orders sequ- 
ences to become familiar with. 
To some extent, this is a game 
you can pick up your joystick and 
play. Experienced wargamers 
will have no trouble 'getting 
into' Panzer Grenadiers. 

Once the game has loaded 
from disk there is a choice of five 
scenarios and three difficulty 
levels. The five scenarios are all 
of similar length, and none last 
for more than 15 turns; there is 
no 'grand scenario', for each 
puts the player into a completely 
different and high-focused bat- 
tle situation based on historical 
event, This is a short-range war- 
game, and it's possible to play it 
without getting much sense of 
the wider historical context. The 
remedy to this, of course, is to 
study the comprehensive {but 
digostable) notes and diagrams 
on each scenario in the rulebook, 

The turns themselves are 
reasonably lengthy, so although 
a 15-turn -long scenario sounds 
insubstantial - and it's true that 
that there's no room for expan- 
sion - it represents quite a lot of 
playing time 

The screen has a surprisingly 
arcade-like appearance, with a 
smooth grey ness to represent 
clear territory and unconvincing 
hashes and blotches to indicate 
obstructions. This is scrolled 
around by the joystick to the 
accompaniment of an irritating 
clicking noise. There are actually 
four types of terrain: clear, light, 
medium and heavy. They incur 
movement costs and have a 
defensive value, but — and this is 
a common fault - it is difficult to 
make Out on the screen which 
type of terrain is which Fortu- 
nately, each scenario is accom- 
panied by a diagrammatic map 
in the rulebook which goes some 
way towards making up for the 
on-screen deficiency. But when 
the designer has evidently 
decided to take some trouble at 
least over the aesthetics of the 
graphics, it seems a pity that he 
did not make the screen easier 
to understand. 

The units, too. are pitifully 
small and indistinct. There are 
11 different types of units in the 
game, and the distinction betw- 
een them is very important to 
the g&meplay Unfortunately, it 
is difficult to tell them apart on 
screen. By positioning the joys- 
tick over each miniscule unit, 
however, the player can sum- 
mon up its name at the bottom 
of the screen. Reference to the 
book makes its function clear. 
The only statistic with which 
each unit is equipped in the 
game itself is its strength, which 
varies only from one to about 
four. The J in game' minimalism 


is compensated for by a com- 
plete description of the 
capabilities of each particular 
type of unit, which works very 
well in the context; after all, the 
historical situation, is taken as 
read and the only thing that 
would vary in reality would be 
the strength of the division as it 
was worn down in combat, 
unless one takes into account 
abstractions like morale. The 
infantry is divided into rifle com- 
panies, machine gun companies 
and pioneers. There are six dif- 
ferent motorised divisions, 
including the immensely power- 
ful Self-Propelled Artillery, and a 
mortar section. The non- 
motOSTle&d divisions can be 
transformed into such by load’ 
mg thorn into trucks and half- 
trucks, and so can keep up with 
the tanks. The capabilities of 
each type of unit detailed, in the 
rulebook are firepower, range, 
defence and movement. The 
most significant difference in 
play seems to be range; the 
SPAs have an "unlimited" range 
and so can cause damage to the 
enemy without danger to them- 
selves, whereas the infantry 
units have to be within a square 
of an enemy armoured target to 
cause any damage. 

The interaction of this wide 
range of unit types becomes 
very satisfying in play, and 
would be more so if it wore 
easier to make out which was 
which on screen. 

Turns are organised in a sub- 
stantial eight-phase structure. 
The first is the 'observation' 
phase, which seems slightly 
redundant; it gives the player 
the chance to scroll around the 
battlefield {which he can do in 
any other phase anyway) and 
lake stock of the situation and 
also, curiously, to order units to 
start digging in. Once accus- 
tomed to the game 1 found 
myself skipping the observation 
phase routinely The second 
phase is Fire Phase 1 , which 
gives the player the first chance 
at combat. An attack either hits 
or doesn't hit, and the player is 
informed of that ; the unit has the 
same number of attacks as its 
Strength, in 'subunits'. 

The movement phase follows, 
and units aie moved individually 
by means, once again, of the 
joystick. Infantry units can be 
loaded into trucks and: trans- 
ported with lightning speed, but 
while in this state are very vul- 
nerable to attack. It's not possi- 
ble to load, move and unload an 
infantry unit in the same move- 
ment phase. After this, the 
player has a chance to fire again, 
in exactly the same way, from 
the new positions. Then it is the 
enemy's turn. 

The player can choose to run 
the gamE at two speeds, fast and 
slow, which affects the speed at 
which the computer carries out 
its movement and combat. At 
the slow speed — which isn't 
slow “ it's possible to follow 
what the enemy is doing. The 
computer has the same fire- 
move- fire phase structure as the 


player, and the only difference 
to me seemed to be that the com- 
puter's attacks hit far more often 
than mine! 

The Tiaxt 'phase’, Lhe Victory 
Phase, is merely an assessment 
of your performance so far. This 
is an interim report on the state 
of the battle, which becomes 
final in the last turn, and ranges 
from 'questionable' to 'major'. 

The rulebook is as excellently 
produced and presented as SSI's 
usually are, and a description of 
the sequence of play is set out m 
a way that is clear and easy to 
follow. There is no general sum- 
mary of the background of the 
Russian campaign, but given 
that the game is made up of five 
very short-range scenarios this 
is of no great importance; the 
scenarios themselves ars con- 
cisely but adequately described, 
and are accompanied by 
detailed hints on howto succeed 
in them. There are also 
designer's notes which I always 
find entertaining reading even if 
the author does use them to 
make excuses for any obvious 
misdemenours that he knows 
the reviewer is going to pick out. 
The designer seems to be after 
my own heart, using phrases 
like 'synergistic element’ - - , 

The outstanding thing about 
this game is its successful com- 
bination of simplicity of opera- 
tion with detail of content, and it 
succeeds better than many SSI 
games in the attempt to make 
screen and paper work together. 
There is virtually nothing in the 
actual play of the game on 
screen - anyone who has played 
a wary ame before will be able to 
pick up their joystick, glance 
briefly through the rules and get 
on. with it -but the variety of tac- 
tics available in the differing 
combinations of units gives it 
depth and interest. This is cer- 
tainly a game which beginners 
will enjoy, and which more 
experienced wargamers will not 
find a waste of time 


PRESENTATION 82% 

Excellent, as usual from the 
company. 

GRAPHICS 55% 

Very difficult to make out the 
unit and terrain types, and 
generally too much grey blank- 
ness on screen. 

RULES 90% 

Wall written and presented 
and easy to consult. 

AUTHENTICITY 79% 

Although the poor screen 
graphics let the atmosphere 
down, the- player has a definite 
sense of using the capabilities 
□I historical units 

PLAYABILITY 85% 

Easy to pick up and smooth to 

OVERALL 81% 

A very good standard war- 
game, particularly recom- 
mended for beginners. 
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Less than 600 weeks to go until the 
end of the century, and Mel 
Croucher stops feeling his age and 
starts feeling our age to predict the 
shape of things to come * . , 


1993 

JANUARY 

To celebrate the season of goodwill, the prison 
hulks that have been rotting in the Thames 
Estuary since 1 987, crammed to the scuppers 
with immigrants waiting to be processed are 
suddenly emptied. Would-be citizens are 
issued with computerized electronic tags, 
ordered to keep the curfew and packed off to 
friends and relations, thereby saving the tax* 
payer bundles of dash. Proposals are made in 
the House of Commons to electronically tag 
the flood of 'temporary guest' visitors from 
Southern Europe, Turkey and Hong Kong, 



FEBRUARY 

Wendy, the all-singing, all-dancing, twice mar- 
ried Commodore computer takes over from 
Terry Wogan as the nation’s favounte chat 
show hostess. She fs also appointed Ambas- 
sador to the planet Zanussi and Minister of 
Affairs, 


MARCH 

In the Third World, mass education and on- 
the-spot medical transmission penetrates the 
most remote areas, thanks to satellite trans- 
mission and interactive data bases. In the First 
World, teachers and medics are thrown out of 
work as CD-ROM discs replace education and 
medical teams, Steve Davis wins the Mates 
World Snooker Championship for the eighth 
year running, and is spotted interfacing with 
Wendy at Stringfellows. 

APRIL 

At the end of the British tax year, it is confirmed 
that the world's tropical rain forests are vanish- 
ing at the rate of 2,000 acres a minute (tax 
deductible). On April 6th 1983. the rate was 
1,000 acres per minute, in 1988 it was 1,500. 
By 1998 all the rainforests will have disap- 
peared, all of its human and animal inhabitants 
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will be extinct or urbanised, and the rest of us 
wifi have benefited by consuming 140 million 
hamburgers a day for th e past ten years. 



MAY 

During speed trials in the computer controlled 
Eurotunnel, swarms of rats are monitored In 
Calais. The spokesrat Rob Hubbard of Califor- 
nia is hired by the British to dress up in tights 
and a triple -pointed hat with belts on to play 
the computerised simulation of the pied -piper 
and tempt the rats back to Dover, where they 
are required to Join strike-breakers. 


JUNE 

In the past five years, since June 19S8, the 
following jobs have disappeared from British 
High Streets because of computerisation, tele- 
shopping and fashion changes; travel agents, 
bank clerks, funeral parlours, checkout 
cashiers, estate agents, high-cfass prosti- 
tutes. garage attendants, pharmasists. build- 
ing society staff who don’t have shiny teeth 
and large breasts, post offices and lollipop 
ladies,. Home computer terminals can now 
handle all of the above services, as well as 
smoke alarms, baby alarms, intruder alarms, 
kitchen hardware, videotape recording, giving 
Jehovah's Witnesses polite rejections at the 
front door, letting the cat out of the backdoor 
(not applicable to tower blocks), and doing the 
football pools. So far, no cure has been found 
for either Bob Monkhouse or Benny Hill, 


JULY 

At the annual Status Quo farewell concert, old 
age pensioners riot when Francis Rossi is 
revealed to be totally bald after getting his 
silver pony tail trapped in the gears of his 
wheelchair. The badger is declared extinct, 
except in certain parts of German restaurants, 
where it is served with saute potatoes and 
cream, 


AUGUST 

The Europear Parliament, the United Nations 
and Maxwell Communications put forward a 
real istic schedule for the demol ition of the Ber- 
lin Wall and the Belfast Wall. The first phase 
involves computer monitored movement for 
EEC and Comecon citizens wfth legitimate 
business’ across the two borders, and it's 
proposed that the Wails are removed by 
August 1996 fthe3Sth anniversary of the Berlin 
Wall, and the 17th anniversary of the Belfast 
WaJI). 

SEPTEMBER 

A revolutionary low-cost processor is 
launched, based on a Hungarian design. It is 


fully portable,, requires no external power 
source, Is user-friendly and has an infinite 
range of type fronts. Available in several 
'breast pocket publishing' colours, ft costs 
fifteen pee, and is provisionally named The 
Biro. 


OCTOBER 

The first fare-paying package holidaymakers 
take off for space, many of which have booked 
their seats on the Shuttle since 1987. They 
make three successful orbits, and are served a 
champagne meal somewhere over Ethiopia. 



NOVEMBER 

On the eve of his 45th birthday. Prince Charles 
is offered the active role of Price Regent, effec- 
tively making him King without a crown as his 
mum graciously heads for senility. Charles 
turns it down, and goes walkabout disguised 
as a Yamaha tenor saxaphone, A nation 
rejoices, and welcomes the popular Warrior 
Price Andrew and Fertile Fergie (mother of five 
all named Wendy) as the future King and 
Queen. The word 'parasite 1 is removed from 
the language by Royal Decree. 


DECEMBER 

At Southeby's first Computer Ephemera auc- 
tion, record prices are paid for ZBO’s, LED 
watches, copies of The Great Space Race, Tim 
Langdell'sold law suits, Tim Best's corset, Jeff 
Winter's mushrooms, the Oliver Twins' nappy 
and a signed copy of Mel Croucher's last will 
and testicle. 


1994 

JANUARY 

Prince Wendy reveals to 'The Sun' that he is 
delighted with his Christmas present from the 
Warrior Price Regent and Fertile Fergie. He 
asked them for a cowboy outfit, and was duly 
presented with a budget software house. 
Meanwhile, his younger sister, Princess 
Wendy, is equally pleased with her playpen. 
She christens it 'Scotland'. 



FEBRUARY 

The French government agrees to compen- 
sate the British for the loss of our rats by deliv- 
ering an equal weight of rabid dogs through 
the Euro Tunnel, absolutely free of charge. 
Barking mad, foaming at the mouth, wild eyed 
and lethal, the dogs are appointed High Court 
Judges immediately. 


MARCH 

All research into fusion reactors is halted. It 
simply ain't economically viable, Although 
electricity prices have increased by 40% since 
privatisation, modern machinery requires less 
than hart of the power of the previous genera' 
tion of electrical hardware, Wind power and 
tidal generators are coming on stream, cheap 
coat is imported from Eastern Europe and 
China, fuel graded alcohd is available from 
Canada, and surplus power from France, Ice- 
land and Norway is plugged into the Eurogrid 
Energy distribution is almost 95% efficient 
thanks to computerised automatic switching, 
domestic insulation has reduced wastage by 
35% since 1975, and heavy industrial require- 
ments have almost disappeared. 'Shelter' 
releases figures, claiming that at least 7,000 
homeless and old people have died of 
hypothermia during this Winter's Bag Freeze. 


APRIL 

Missing since 1 988, Davtd Cross weiler is spot- 
ted in Brittany selling multi-layered software 
packages. He calls them 'onions' Meanwhile, 
other software houses have been in alternative 
markets for years. CRL continue to sell pork 
pies. Code Masters continue to sail young 
pups and Virgin launch Wow That's What t call 
Another Load Of Otd Titles 69, 


MAY 

The notorious Ludlow publishing Company 
Gettirtgsoldfield brings in new decimalised 
working conditions for their workforce of infant 
labourers. The ten-hour-day, ten-day-week, 
ten-pee-arvhour system works well to begin 
with, but breaks down when ZZAP 1 journalists 
can no longer afford to pay their ten pees to the 
Directors Roger Mildlyinterested, Transplant- 
iiver Frey ana his brother Centime. 


JUNE 

On the 50th anniversary of D-Day, thousands 
of Britons re-enact the invasion of Europe by 
Club 716-30. Samantha Fox, who has been 
losing her figure' for several years, poses for 
the artwork ol the computer version of The 
Time Bandits. Football Manager author Kevin 
Toms saves the day by supplying an alterna- 
tive photograph, wherein he poses as 'five-to- 
eleven.' 


JULY 

On the 205th anniversary of the French Revolu- 
tion, the Club 718-30 invaders are locked in 
the Bastille, where they get their Gaulloise 
chopped off. 


AUGUST 

To take the American people's minds off the 
tragic San Francisco earthquake, and the 
Soviet people's minds off the Islamic revolu- 
tion in Uzebistan , a joint U SA/USSR mission to 
Mars is agreed with maximum publicity. The 
software charts are dominated by Martian Mis- 
Sion simulations and sports compilations with 
i he words Barcelona and Olympic in the titles. 
Only Mastertronic goes the whole way by 
releasing Islamic Olympic Martian Earthquake 
Warriors „ 


SEPTEMBER 

The EEC wine lake and food mountain mysteri- 
ously disappear during Mewsfield's Computer 
/Vena' 94. Robin Evans, cartoonist of this very 
feature, continues to make do with a small 
amou nt of bread , a handfu I of lost mart les and 
a dead luncheon vulture. 


OCTOBER 

The American space shuttle is finally scrapped 
after yel another major disaster. Ghouls travel 
from several States to collect charred bits of 
the Challenger for mantelpiece souvenirs. 
Commercial Star Wars enters a new phase, 
with the Chinese Long March rocket picking 
up much of the business, closely followed by 
Hyundai of Korea. Arianne of France and the 


joint Israeli/South African spacecraft known as 
' Utterbastard', 


NOVEMBER 

In line with the prevailing attitude towards sus- 
pect sexual practices Way of The Exploding 
Fist is finally banned. In fine with the prevailing 
attitude towards freedom of expression, civil 
liberties and mutual tolerance, more gays are 
burned on November the Fifth than guys, This 
causes undermanning problems in the church 
fall denominations j, the armed forces, the 
House of Parliament fupper and lower) the 
education system, the Wendy fan club, the 
health service, the police force, the. , , , well, 
to be brutally frank and honest with you, 
everywhere,. 


DECEMBER 

The partnership between Nolan bushnell and 
Sir Clive Sinclair goes from strength to 
strength, with more than four hundred 
thousand pre-orders for the 795 Global Com- 
municator, Unde Clive's pocket-sized black 
box contains a microcomputer, holographic 
display, satellite communicator, telephonic 
modem, voice-operated command system 
and solar power option. Retailing at under 
$300, the comm uni cations revolution enters its 
final phase of the Twentieth Century and the 
abolition of rush hour begins. 
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time of the month has come around again, with the great games of 
issue 14 under the microscope. Julian Rignalt and Gordon Houghton 

take a peek at the classics of yesteryear 
and see just how they stand now . 


games 


backed 



m r "“” 



impressive graphics and innova- 
tive gameplay rewarded Palace's 
unusual arcade adventure with an 
even warmer reception than its 
popular predecessor, Jazza and 
the two Gazzfls raved accordingly: 
'very enjoyable, though frustrat- 
ing - was Rignall's reaction, 


whereas Liddon announced 
strangely, 'bringing all over the 
place is great fun', Penn's opinion 
summed up the team's feelings, 
however: 'miss it and you'll regret 


The control method is incredibly 
awkward, making it very hard to 
get into. Perseverance doesn’t 
reap rewards either, but the 
unusual gameplay does keep you 
coming back for more. Still worth 
a look, 

GH 


i never had any problems getting 
into this, The control method may 
be tricky, but it's a nicely frustrat- 
ing one, especially when you start 
spangirtg around the place, I 
always fiked it because It was 
so „ . . different. 

JR 

(Gordon) Presentation and Hooka- 
bility down by 15% - the control 
method mars both - Graphics, 
Sound and Instability down by 
5%, and Value and Overall down 
by 10%, 


{Je4 The graphics are superb - 
especially some of the sprites. The 
Overall mark should drop a irttle. 


but I'd still rate it as a Sizzler today 
- it's definitely one of the better 
Commodore arcade adventures. 
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STARQUAKE 

Bubble Bus 


Stephen Crow's 512 screen seek 
n r assemble spectacular proved 
an immediate favourite with the 
ZZAPI lads. Its detail appealed 
particularly t the reviewers unanim- 
ous In praise: J one of the most 
playable and absorbing games of 
Its type 1 opined! Penn pertly, all 
arcade adventurers should pos- 
sess this product' lauded Liddon 
largely, 'exceptionally jolly' and 
‘really brilliant 1 remarked Rignali 
raunchily. 

I enjoyed this a lot. Its graphics 

were particularly appealing, but 

the extra features and details in the 

gameplay kept me going until I 
finished it. It d-oes seem a bit basic 
beside today's offerings, but on a 


budget label it's a must. 

GH 

Sfarquake is another brilliant 
arcade adventure and features a 
huge map, cute graphics, plenty 
of neat touches and oodles of 
playability. Games of this sort are 
very scarce these days - which is 
a shame. 

JR 

(Gordon) Presentation, Sound and 
Value down by 20-25% each, 
Graphics and Instability down to 
the high 80s, Overall down to 78%. 
At that price it's showing its age. 

(Jaz) The Graphics should come 
down to low 80s, Sound down by 
5%, Hook and Instability and 
Overall to mid 80s. It's still a great 
game end well worth looking up 
on budget. 
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IK s fast a 
lay, great 
superb sc 
best one- 
available . 


INTERNATIONAL KARATE 

System 3 


Super-smooth animation and a 
superbly graded computer oppo- 
nent gave System 3 their first Siz- 
zl er. The ageing martial arts theme 
failed to discourage the 2ZAP! 
reviewers: Gary Penn was suitably 
enthusiastic, spouting comments 
such as fast and furious', 'amaz- 
ing' and 'great', Gary Liddon 
spurted 1 anyone into synthetic vio- 
lence shouldn't miss if ' and Julian 
revealed a simple nature by simply 
calling it 'the best fighting game 
available'. 

This was the first really good beat 
'em up, with bnlliant presentation, 
graphics and sound: the computer 
opponents are challenging and the 
two-player option maintains 
interest. fK+ is better, but this is 
still impressive. 

GH 

id challenging gamep- 
series of moves and 
indtrack made it the 
.-one combat game 
until its sequel came 

along. 

JR 

(Gordon) Presentation, Graphics, 
Hookabilrty and Lastabitity are all 
fine, but the Sound, Value and 
Overall should go down by about 
10% each. Worth it rf you can't 
afford Its successor. 


(Jaz) The soundtrack is brilliant, 
but Graphics should 1 drop to 35%, 
Hook and Testability down by 
10% and Overall to mid 80s. 
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appeared in the office, and would 
have happily played it for hours 
when we looked at it again - if I'd 
had the time* 

JH 

(Gordon^ Presentation. Graphics, 
Instability and Value are all spot 
on; Sound down to 38% (there 
isn't much there), Hookability 
down to 94% (it takes a while to 
get used to) and Overall up to 99 %! 

(Jaz) Sound drops a bit {it’s a very 
quiet game), but the rest of the rat- 
ings are perfect - Splndizzy is sim- 
ply brilliant. 


Pmew/rmtlon w*. 

Very [)MKi ir i.y-cd I.l. 1 * uf 
tlpl*t)fUI anif '!>cp' tLNjttll** 

(tWKlljhlSMl. Vcitffi us toeiiv,^ 
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unrl -riii; J..- r pnrMUUfld im 
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Sound 44% 
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Hooki bill tty 97 % 
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Usability W* 

EifHLifinQ irinprnn-4) Mi* 
huiWeds isl 'S.IJfiirfir 
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(urnpailiiV M MuH 1 ’ 7- 

Value tar Mwiry 97 % 

Ahcl . i i.l 1 1 1 1 j . f rj j nv *| yi i,.* 


Overall f|% 

Dcki'E bd; Ai ry i ■■ Bitty ii i 
jjiwi We. tnlr ^ , i^j 

GpkAlJD, buy Sfhttfivtf 


LasLabTlI 


92 % 


became a bit cumbersome, 
good little game, but . . , 

GH 

This was a game I appreciatec 
never played - it's an arcade 
enture with too much empha? 
the adventure. Still, it bridge 
gap between arcade game 
text adventure perfectly 
JR 


(Gordon) Presentation. Hoc! 
ity and Lastability down 
90s r Graphics and Sound are 
with Value and Overall dow 
15% each. 

(Jaz) Hook and Liability si- 
drop by 15%, Presentation 
bit - the Windovision syste 
superb - and Overall down tc 
70s. 






Monochrome graphics and alow 
movement failed to mask Fair- 
light's depth and playability, the 
game's freedom of movement and 
realism proving attractive. Pristine 
Penn praised with reservations: 
'despite the speed problems, I 
enjoyed playing tt\ loveable Lrd- 
don called it 'all very clever' and 
jolly Jazza was slightly less jolly 
than usual, ‘if you like fast stuff It 
might cause frustration 1 . 

With games like Head Over Heels 
and Inside Outing now available, 
Fairfight looks like a pale imitation. 
It was slow and initially unreward- 
ing at the time, but it's even more 
tedious now, 

GH 

At the time it was very unusual — in 
fact it was one of the first 3D forced 
perspective arcade adventures to 
appear on the Commodore. Look- 
ing at it now, especially in the light 
of other games of its type, it looks 
very slow and cumbersome. 

JR 

(Gordon) Sound,, Graphics and 
instability down by 10-15% each, 
the rest down by 25-30%. It's 
been easily surpassed how. 


(Jaz) Graphics down 1 o% - 
they’re a bit fuzzy - and Hook and 
Instability down by about 30% 
each. Overall to low 70s - it has 
aged pretty badly. 


FAIRL1GHT 

The Edge 


SPELLBOUND 

MAD 


MAD'a flick-screen arcade adven- 
ture proved a hit with the reviewers 
because of its low price and tricky 
puzzles. Superlatives abounded: 
Penn pronounced it 'the best Mes- 
sed rone release to date', whereas 
Lrddon saw in its innovative Win- 
dovision system 'the best person/ 
computer interface I've seen 1 . Jaz 
spoke for everyone with his obser- 
vation, ‘there's no excuse to miss 
it'. 

Even though I played this forages, 
there always came a point when I 
either got bored or couldn't keep 
the characters alive. The innova- 
tive Windovision system was 
appealing at first, but if soon 


SPINDIZZY 

Electric Dreams 


Paul Shirley's compelling Marble 
Madness variant combined 
superb gameplay with brilliant 
puzzles to produce an immediate 
winner. The team's praise 
reflected the game's Gold Medal 
status: JR highly recommended it 
with 'I can't recommend it highly 
enough \ GL espoused its excel- 
lence by calling it 'excellent' and 
GF prophesied that it was de- 
stined to be a classic'. 

This i$ my second favourite game 
of all time! I played if for months 
when it was released, and 1 still 
play it now: it's very tough but bril- 
liantly com pelf ing. The graphics 
are fantastic and the landscape 
designs superb: it's as impressive 
now as it always was 
GH 

Ah! A timeless classic. Spin dizzy 
is a superb arcade exploration 
game set over a surreal landscape. 

I played it for hours when it first 







Project 

Stealth Fighter 


I 

I 


I 



Concealment isyour 
greatest weapon in 
Project Stealth Fighter, a 
simulation of America's 
latest and top-secret 
strike .fighter. Pilot the 
F-19on sensitive 
missions amend the 
world 1 . 



Guns hip 

The award -winning and 
high Jy acciaimed 
simulation of an AH-64 
attack helicopter, 
jMaster its incredible 
array of weaponry as 
you fly on over 100 
missions throughout the 
warzon es of the world , 



Airborne Ranger 

Vbur chance to join 
Am eri ca 's most el i te 
soldiers. Airborne 
Ranger is a brilliant 
com b in a ti o n of oread e 
action and strategy 
simulation. You'll be 
sent on 12 daring 
missions, deep behind 
enemy lines. 



T he latest, spectacular flight simulation by M irro Prose gives you 
lliR chance to actually experience the future. putting you in 
control of America's newest, and lop secret fighter plana Shrouded 
in mystery, the F-lfl is the product of leading-edge technolug vend 
engineering. 

U sing the -H-ki 1 1 and ingenuity for which they are renowned, the 
aviation experts at MicroPros* have accurately reproduced its 
operational systems to create an incredibly realistic simulation. A 
simulation with such exceptional playability and depth (hat it has 
become an instant award -winner. 

G o on solo strike miss ions to Libya, the Persian Gulf. North Cape 
and Central Europe. The revolutionary feature oF your F-19 is 
its ability to remain virtually radar- invisible, so your success (and 
future promotion prospects) rests on mastering the jet’s 


electromagnetic profile. 

A t your F5 ngertlps lies an i ncred i ble array of weapon options, yet 
.the machine is nothing without the pilot - com hat skills and 
intelligence are essentia E to survive this advanced and innovative 
simulation. 


P roject ; Steal th Fig h ter. The tilt iroate flight si mul atnr forsuperior 
pilots. 



SIMULATION • SOFTWAflE 









Pirates! 



HAIM A GLIMPSE OF THE FUTURE 



rtiT 

rcmnnr 



Chase /cm e an d fort u ne 
on the high seas. Pirates/ 
is a unique blend o/ 
simulation, adventure 
and role-playing. The 
non-stop action takes 
place during the 1 7th 
century as you 
endeavour to increase 
your wealth and status. 



Silent Service 

As a World War 1J 
submarine captain you 
are s tationed in the 
South Pacific. 
Experience the thrill 
and tensi on of hunting 
down and attaching 
enemy sh ipping, 

Red Storm Rising 

You re captain of an 
American nuclear 
attack submarine. And 
yourshipjs all that 
stands between the 
Russian bear and global 
domination. Experience 
the pulse-pounding 
tension of Red Storm 
Ftisisng. 

COMING SOON 


Software Title 


Disk 



(Block Caps) 


Cassette 


Computer 


Quant ity 


Amount 


"TOTAL INC £1.00 P&P [UK oniy) 
Address 


njstcQde 


fccawiViMCanlNo, □QJ~n~l T TT I T~l~[ F TT ! 


Cheques made payable to MicroPrpse Software Ltd, 

MkroProte Software Ltd.. 2 Market Place, Tetbury Glos GL8 BOA Tel: 0666 543 


Daytime Tel: 

Expiry Date 

111 Overseas £2.00 P&P 


STEALTH FIGHTER, GUNSBIR 
AIRBOURNE RANGER. 
PIRATES, C64/12S 
CASSETTE £14.95 DISK £19 95 
SI LENT SERVICE C64/128 
CASSETTE £9.95 DISK£14.95 






CBM 64/128 

£9.99t-£14.99d 

Spectrum 48K 

£7.99t,+3 £12.99d 


Amstrad 

£9,99t - £14*99d 
Atari ST £19.99d 


'£'"ThcW5*t Di jney 


All mail order enquiries to: 

Gremlin Graphics Software Ltd-. Alpha House, 10 Carver Street. Sheffield SI 4FS, Tel: {0742) 753423 Telex Wo, S47274 






like these 
CrfA lecti on 
POKEs. la 


Qlirseff . 


DRILLER 

(Incentive) 


Stuan Copeland (what - THE 
Stuart Copeland??) of Dumbar- 
ton (oh) read the ti ps for this epic 
in the mega-sp&ctal, and 
decided he had some ideas of 
his own which he thinks should 
hetp out frustrated ges-releas- 
Not having finished the 
game r Stuart (and J’m sure 
countless other players) would 
be grateful if some mega-being 
who has would send in a solu- 
tion. Can anybody help? 

AQUAMARINE 

T o clear the sector, drill at the poi nt 
of intersection of the two arrow 
directions. Simple, eh? 

OBSIDIAN 

□rill in the middle of the northern 
bit of land parallel to the bridge 
Stuart thinks that the '17' on the 
wall means that once 1 7 sectors 
are complete, the fourth switch will 
appear on the wall, giving access 
to sector 1 S, 

OPAL 

The block with r 774f 1 on it does 
rndteed indicate drilling co-ordi- 
nates. Move north-east and drill 
when both X and Y co-ordinates 
show 7741. 

MALACHITE 

Drill amongst the set of three 
blocks to the north-east. 

AMETHYST 

Don't shoot the cuboid on the top 
ot t h e tal I pi I lar. When in the jet you 
can run into it for energy and 
shields. 

GRAPHITE 

Drilf where the floating platform 
was before you landed on it with 
your jet craft. Move to the 'door' 
side of the acid river and man- 
oeuvre so that when looking 
directly west you are facing the 
block with the groove in the top. 
Now shoot through the groove 
until something interesting hap- 
pens. 


YOGI BEAR (Piranha) 

rtS t Ml S and Al wh,ch 9 ' ves th * bear of vwr dreams 
m *Jf5w ener ^ 0r>Ce a Sam, tJetete whichever of 

I ”®? 10 to 30 you don * twant, RUN the program and start the 


RIMRUNNER (Palace) 

Mick Mills and Al have provided a listing which might help you 
squeeze a couple of hours of extra enjoyment out of this very 

Anyway, type in the following, 
RUN it, and start the tape, remembering to include whichever 
of lines 1 2 to 1 9 appeal to your sense of unfair play, 

*! A,*! R =T?ITe°xt° S3003:REAO e;P OKE 
:i e<^^ 2 mpEE ^ :a A^ + t : T=T + a ; , F 
V eS d ORT>6321 TH ENPRm ,. DATA 

[l \ P0KE 1 S7. 128: SYS S^gfln 
i 10 DATA 32 21 2 poe ie^ 

'( 169,207 ' 53r3 22T3,255, 142. 123,3, 

' 224°3 TA 141 ' 124 ’ 3 ’ 96 ' 169 - 20?, 141. 210, 4 . 76. 

| 13 DATA 20S.' 181wm "^ lNfre ENEHGY 
1 ALIENS ' 81jREW ^VULNERABLE TO 

NCR ' 5 ' 135:REM ^VULNERABLE run. 

RUNNER energy M1 ’ 233, ,NF,n 'TE 
RUNNERS 69 ' 234 1 W ' 1S7, 1a4; RENt INFINITE , 

1SMTA 142. 132, 179:REM AUTO COMPLETE 
i>^TA Jfl9 .X.,4U 3 7, 1 2 8;REMSTAftrLEveL (i 

30 nATA -745 


10) 

20 DATA 76, 12, 128, 2 


the fev&F as soon as the timer runs out and 
the X in line IS should be replaced with the number of the la vel 
you want to start at. Now, RUN the program and start the tape 
for as much blasting as yo u can stand. 


[ BARBARIAN (Palace) 


Honestly, I was only jolting in the Christmas special when I 
asked fora POKE to get nd of Maria’s clothes! Mick Mills and Al 

2™? ,T d i nocMed U P this listing which 

does the dirty deed. Sexists like Paul ‘gerrem oot fer th f fads' 

Glancey only should type it In, RUN it and start the tape. 


’ 3 SYS^i^OKE^r^SYs^ EflROR ":END 

5845, :TOKe89 J s T4 ;^V S S280 6 ;SY S 
^JKE 1267. ?B:POKE12Se:POKE 1269. liSYS 

m ’ 250 ' '40. 252, 112, 

J4”. S «Vmo, wf n 2M 63 ’ 2 ' 2, 160 ’ ZS4 ' 

^ Vai 100, 9i 1 40 - 24s - ». 

225 - l25u lT 7 Vu Imbs 169 ' 233 ' Ml. 

15DATA106.141 2S3 11 J ,'J® 9 
169 153. 141, 164. 212 S 9 

20 DATA 76. 9, 12fi 
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STAGE 3 


□ ran 1 1 


rara 


STAGE 1 

□ n 


SQUARES 

UEQUiREO 

v □ 

b3 □ 

3 □ 


hints: be vew 

CAREFUL TOT TO 
COLLET TOO 
nfirgy square 
,H£RE 


SQUARES 

REQUIRED 

S □ 
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i m 
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a m 
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REQUIRED 
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11 1 : Jim 


□ 


TTTT^rT 
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QUICK. LV 
USE 7UT-LP 
TO f^LL 
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^TTta 


MfTT.NHJ 


LEVEL 4- 
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I I I H I J I 


B 


1 1 1 1«- 


c. i i ; ; 


n 
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*TTT 


I I 1 H TTI. 
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sq hares. 

RtquiftED 


□ 


□ 


45 ■ 


hinais: 

IF Ygu are 
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rJUTCKU 1 0ET 
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scree™ 

3UHP QVfff 

&RfS TD 
cou-ECt 
squares 



n 


□ 
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STR&E b 

□ 
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□ 
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□ 


STR&E S 


□ 
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□ 


□ 


TT i W 


_0 


1 P~T~ 
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3Z 
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□ 




STfl&E 10 


STR&E 7 


REQlURECi 

7 ■ 

6 ■ 

a m 
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HiT^ts : 
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to 
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SQUARES 

ft£QUtf£Q 

w O 

lv ■ 

□ 

3 ■ 

v n 
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w 
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tubou&h 

’TVlE 

Rufinjs! 


Ha-r Tkjo 0 StKrf^fS 1=1 0#^£S r ,i 

X * 



5^uF!N££i 

ft^CbLU'KiQ 

3* □ 

■o m 

>7 ■ 
H O 

■ 

hO □ 


Hm^tS 

At ^Hfi 0 
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Vtau 4ft-- d 

SDTT-i/ LV-ijSt 

TQ 
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ffl 

5h - 01 
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a 
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TIPS 


- \r 


I BALL II (Firebird) 


Anyone who wanted t o input Varkanoid's POKES for this jolly 
platformer back in Issue 37, but is suffering from those no-reset 
blues will find this Mick Mills and At listing rather useful. Not only 
is infinite time up for grabs, infinite smart bombs, upward 
movement and invulnerability are also available by typing in the 
relevant lines, typing RUN (RETURN) and starting the tape. 


J THe?2 S T2 “ T2+B:POK£ A e A “A+i:lFB <>B g 
1 PRINT -error ° ' 4200 °RTa3>6945 THEM 

KWa- 4 , 6 * 

Ml. 16Q?tm 3 78 2 4l ] 69 ‘ 49 ’ 141 ’ 159 ' 2 ' ,69 '234, 

J« D 2^'4!t^141 5 20 3 3 leg’ f 5 ' 12 °- >36. ' 

12 DATA 141 217 o , * 3l 16 ^ 128 < 

23 - 3 i6e - 14T ■ 1 : 
M data mo.' U4 9 ' , T a S S TJM£ • 

BOMBS - "WREM INFINITE SMART « 

isdam;;;;/^^^ e 7war D MWEMErgT ; 
1? DATA 76, 191. 3 3 99 76 ‘ 1 34:1 REM NEVER D/E . 



if you have got a reset switch, you can achieve the same affects 
and save yourself a lot of typing by resetting and entering . . . 

POKE 46254,165 (RETURN) Infinite smart bombs 
POKE 39422,0 (RETURN) Upward movement 
POKE 34380,169 (RETURN) Kill sprite/sprite detection 
POKE 34381,0 (RETURN) 

A nice ’n ' nifty SYS 34050 (RETURN) restarts. 


REVENGE OF 
DOH (Ocean) 

Yahoo! John Yates of Buxton In 
Derbyshire has sent in a ma rvelli- 
ous secret cheat mode. All it 
entails is typing DEBBIE S 
(there's a space between E and 
S) into the highscore table 
instead of your own moniker 
and, lo and behold, the next time 
you play you'll have an infinite 
number of bats to juggle the 
balls with. Commiserations 
must go to good old GAV, whose 
lengthy cheat listing was rather 
out-done by this masterful little 
fiddle. 


HEROBOTIX 
(Rack -It) 

Further to last month's REBB 
POKEs for this rather good 
maze game, Robert Troughton 
brings you the codes for all the 
transporter units and they 
ere . , „ 


NEVETS 

COMMOD 

CANORB 

ASIMOV 

CRYSTA 

GOLDEN 

HOBBIT 

200 LOK 

CHMAIN 

OXYGEN 

NITRAM 

GRAFIX 

BENCRI 



SAMURAI WARRIOR (Firebird) 


Some reset POKEs tor th i s Sizzl- 
ing sword-swinger of a game, 
from MK of Lisburn in Northern 
Ireland. Load the game, reset 
and enter 


POKE 15502,96 (RETURN) 
POKE 15507,255 (RETURN) 


For piles of cash and extra 
energy for everyone's favourite 
ninja bunny. Remember, this 
doesn't give infinite energy, just 
lots of it, so MK recommends 
you use all those Ryo to stock 
up on food at each village. Oh, 
by the way, use SYS 24576 (RE- 
TURN} to starts fight. 


IKARI WARRIORS (Elite] 

It's a pity the instructions with this terrific arcade conversion 
don't include an explanation of the effects of each of the 
weapon boxes. Enter, Matthew Ember of Ruistip, Middlesex, 
who has done just that. 

GREEN BOXES: Act as a smart bomb 

RED BOXES: Make the explosions from grenades and Sank shells 

more devastating 

PURPLE BOXES: Extra 50 bullets 

WHITE BOXES: Extra 50 grenades 

BLACK BOXES: Increases bullets and tank shell levels Ed 99 each, 
and replenishes the tank's fuel 

YELLOW BOXES: Increases the range of bullets and tank shells 
LIGHT BLUE BOXES: Tank shells and bullets pass through rocks 
and don't stop when they hit soldiers 

Matthew also sent in the following helpful hints to save war 
from being quite so much hell 

Running up Hie screen Commando -style is tor psychopaths only, 
because there are usually far too many men to cope with. Picking 
off each attack wave as it comes is the best tactic. 

The easiest way to get an enemy soldier in range is to walk slightly 
to the left, allowing his shots to pass ygu on the right, and yours to 
hii pirn right between the eyes. 


Once again, it's Mick Mills and A I to the rescue with a listing 
which improves on last month's infinite lives hack by also giving 
invulnerability , flying boots, gigantic leaps, and the ability to kill 
t he foil owing g h ost. Type th is in, d isrega rdi ng the li nes cental n- 
ing the cheats you don't need, insert the cassette and type RUN 
(RETURN). 


aT^ri/e^©a° 31 ?30:ftEAD b ’Poke a, 

szSxpE?""* 

JREADB.’POkea r-a a . 

GOTO 3 BA “ A+1:T? =T2+6:tFe<>3 

1 1 DATA T69, t, Ul BO o H h Y 6 

30-3. 96. Co ■ 16 2 ’ 78 ' 41 -3.W,86. 

T3 DATA 169.' ? £M ,fJF| N'TE LIVES 

14 DATA 140 J 2 K1L G “OST 

1 5 DATA 140 74 237 0^.1° JUMP $ 

16 DATA 236 . 172 11 2 M S 7 YJ NG boots 
136AEM IWULNEf4l£’ ^ ,28 ’ «>. 12. 
I? DATA 76. 60, 3 


CYBERNOID 

(Hewsonj 

A certain MICK of Sheffield and 
Matthew Benney of Swansea 
have discovered a very useful 
cheat mode in this tremendous 
shoot 'em up. All you have to do 
is select the Redefine Kays 
option on the title screen and 
then set die keys in the foil owing 
order: Y X E S {what does that 
spell backwards). Unlimited 
Cyhemoid ships are then yours 
for the taking and the destroy* 
ing. 


THING 
BOUNCES 
BACK (Gremlin) 


Harass a Robert Troughton cheat 
which unfortunately I couldn't 
get to work, probably because 
the office copy of this game is a 
preproduction version. Enough 
feeble excuses, Apparently, all 
you have to do is enter YJOMH 
on the tide screen to take play a 
rather less demanding game. 
Well, strike me bandy-legged. 
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's 120 DATA 238 
l 130 DATA 141 
I 140 DATA 16, i 


BLACK LAMP (Firebird) 

Another Mu k Mills ind Ai li&Ung, this lime giving infinite aiisortr, 
for Firebird's smart arcade adventure. Limitless lives, energy, 
shreld, supershots, and ‘Bounce Facto''' .ire yours for the 
squandering when you type in and run this proggetto. Again, 
you can delete lines 12 to 16 depending gn your choice of 
cheats. 


• i 
•! 
•; 


i 

1 0 ^ss^r ,:TOKE ^» 

3£.Tl60 2 0 8- 89,91 76 ’ 32 0 ' 169 200 ' 141. 53,1,76, 

13 DATA 15 S '"FINITE LIVES 

ENERGY ' 4D - 2ll .44:R0u INFINITE ] 

15 DATA 140 3? 4 38flFM^l NFINITE AR M0UR 
>6 DATA ,2 SUPERSHOTS 

1 7 DATA 96 R ™ INF, "'TE BOUNCE 


VENOM 
STRIKES BACK 
|Gremlin 
Graphics) 

Gremlin's, latest in the MASK 
series is by far the best, and it's 
made even better when you give 
It a good, hard PGKEing. Just 
load the game, reset the com- 
puter and enter POKE 3439,165 
(RETURN) followed by SYS 3100 
(RETURN) and unlimited Matt 
Trakkers are yours. Thanks to 
Paul and Karl of Sheffield. 


NORTHSTAR 

[Gremlin 

Graphics; 

Registering high on the frustra- 
tion scale is this Exoion-style 
game from Gremlin. If you're 
finding It a bit on the hard side, 
end would like to make life 
easier for yourself, just load the 
game, reset the computer and 
enter POKE 23515,173 (RE- 
TURN). Once you've done that 
type SYS 16384 (RETURN), and 
the action restarts with an unli- 
mited supply of spacemen. 


10 (Firebird) 

tf the infinite lives POKES for this 
tough space cookie weren't 
your cup o' tea, you might like to 
try these clever little alterations 
which come to you courtesy of 
Mick Mills and Al. Load the game, 
reset the compute r and enter; 


POKE 27013,169 (RETURN) For 

Invulnerability 


POKE 26066,219 (RETURN) 
POKE 26069,97 (RETURN) Press 
RUN/STOP to change levels 


POKE 26121 ,90 (RETURN) 

POKE 26122,125 (RETURN) 

Press 'Q 1 for extra orbs 


POKE 26121,74 (RETURN) 

POKE 26122,125 (RETURN) 

Press k O’ for smart bomb 


TRAZ 

(Cascade) 


Biz erf CMC has a nice reset 
POKE for Cascade's new bat 
and ball game. Just load and 
reset the computer, so that you 
can enter POKE 42200,173 (RE- 
TURN) for Infinite bats. Restart 
the action by typing SYS 32768 
(RETURN). 

TANIUM 

(Players) 

This Players toughie ia made an 
awful lot easier when you give it 
a quick POKE. Just load the 
game, reset the Commodore 
and type POKE 52255,44 (RE- 
TURN) for infinite lives. Restart 
toy typing SYS 1 6364 (RETURN). 


Restart the action with a simple 

SYS 2512 (RETURN). 


SABOTAGE (Zeppelin) 

Everyone in the office found it too bleed! n’ 'ard to get anywhere 
in this blaster from the Geoidie mob. Not so GAV* who has sent 
in the passwords for all the levels from two to six, and they 
are . , . 

LEVEL 2: 2SKINHED 
LEVEL 3; 3YOPPAJ! 

LEVEL 4; 4FAT1E!! 

LEVEL 5: 5SLAPA! 1 
LEVEL 6; 61(HEART)KETS! 

To make the game even easier, here's a Robert Trcwghton listing 
that gives invulnerability and automatic space-walk comple- 
tion. Type it in, enter RUN (RETURN) and start the tape for these 
features at your fingertips. 


ZAGA MISSION (Anirog) 

This pretty ancient game has been recently re-re [eased on 
budget. If you've bought it and wouldn’t mind some infinite 
helicopters (after all, it's a bit difficult, isn't rt), try out this R 
Troughton listing. Just typed in and RUN it before pressing play 
on tape, and a million choppers will fly to your rescue . . . 


T06 


1 60 F0R 1 + 52736 ToS 
1 70 POKE L,A:NEXT pOtf p 


107 


96 


52766 


READ 


A 


157 


128 


52736 
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Figure Skaltng 

w Precision and poise 
are essential in this 
most arUstkr of sports. 


Aitt&lrad CPC Cassette & Disk 


CBM §4/128 Cassette & Disk 


MS* §4 Cassette 


Spectrum 4B/I2BK, + 2 Casseti 


© 19B8 E 
ELpyX is a I 


Inc. Ail ntgTiB 

stand Tndamaifc No tiSMJD 


Ml \criTn stalls Tnom llw 
CaUuuodort M Kntofl 


M jrijtati un‘(l oim dKrl MUM 
undfT Ih rruc fnjin Eyry* '■ * 
tiv L^ UuMUmbd. 

2, '3 HnlfaPrt Wm, 

I • > I -i ■ I 

tarmlrigbarTi, . 

B6 7AA. ^ 


Atari ST Disk 


Spectrum + 3 Disk 


Clrwss (imintry Ski In ft - one of 

Hi+ l si Iff cst tests of pure physical 
prowess ever devised. You will 
battle with time, terrain and 
winter itself. Here nothing Is 
on your side save the occasional 
surge of grav ity on a downhill 
section. Muster all the 
spirit and strength 
you can for this IS 
the ultimate 
lest of 
endurance? 


Sperd Skating 

- The fastest 
self propelled sport 
on earth. A test of 
strength and rhythm 
w here speeds of 30 mph 
are readied in the 
quest for gold. 


1; 


^ 1 





% 

% 

A 

1 



- 


Available for: 


FASTER... IT RTIIEK... BETTER 

Vmi ,hv mtuprl iii^ a^iiinsl llic vdirliJN ^rnlcst 
in (tor ^rvatrsi olid Imit’hrsl snirs nl w Inirr 
n uis yet i|c\ isctl Sru’n nnils to Irst wim skill 
* mi I nn W 1 in l ho utmost , r,n h our w itli its 
i iv'i 1 1 ini li\ idiiril ijrnimiijs. hurlin'. puliniiv 
.mil nioiL 1 pi iii lice nrr rnpjtri'tl hi sliwyj 
iiiiy iTiuittr nl h ninhil, Aihi cvi/i do il . you ■ 

u jf/jf (li ill! \ iid u lulls imirr yonTI him.- § l 

a RiTiilliiiic Irving! . J 







Ski .lumping - Daredevil bravery 
a nerves of steel and total control 
K. Eire rampulsocy in this thrilling 

; l* j and most dangerous 

1^ sport where both 
Vntv distance and 
style count 
towards 

A S. 


Speed, control w 

and split second timing makes the « 
Sttilom the most difficult of all skiing ^ 
events. Choose from different courses 1 
var yln« in Uieir difficulty. 


Do* n hi II Skllog - A free 

fci fall In white. Using grav fitv 
as you r power source and your 
poles Tor balance, you'll 
attain speeds of 70 mph 
as you hurtle towards 
gold ami a place In 
V the record books! 


Luge - Daring; 

a touch of winter inadnessi 

lying prone, feet first on a sled technologically 

designed to assault time you'll u*e every muscle 

in your body to make the most of each straight and 

curve on a 
choice 

■Wl courses. 









s'v'S 


ENTER THE 

HARLEQUIN 


The Harlequin dons his battle garb once 
more to wrestle with MUD and reflect on 
Mirrorsoft's Intrigue . . . 
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MUD 

Virgin Games, £14,95 Disk only 




ince its inception 
in ]9S0. MUD 
has developed 
into a cult far 
beyond original 
expectations. 

The Multi User 
Dungeon is 
available to 
Commodore 64/128 owners by 
logging onto Muse Ltd and is a 
challenging adventure in which 
users may interact with players 
who are simultaneously logged 
on. 

Micro MUD attempts to emulate 
the game play of the original, but 
the data is stored on disk rather 
than accessed via modem. This 
limits the game - but to what 
extent? 

Micro MUD is purported to con- 
Lain nearly every detail of Essex 
University's MUD. The player is 
pitted against 100 others., 10 of 
whom may play al the same time. 
Vocabulary consists of approxi- 
mately 500 Words and there are 
400 locations to explore. Anticipa- 
tion mounted as the two disks 
slowly Loaded . . . 

The object of Micro MUD is to 
become a Wizard - achieved by 
scoring 102400 points. There are 
three ways to score; find treasures 
and drop (hem in the swamp, kill 
other players or perform minor 
tasks. There are two states of 
death: Dead Dead and Dead- if you 
are killed in a fight you will be the 
former and have to restart a game 
from scratch. However, if you 
undertake a particularly danger - 
ous task without the proper equip- 
ment the latter Is your faLe and you 
have to start, again, keeping your 
characteristics but losing your 
inventory. 

Initial delight was instilled try 
my being allowed to alter screen 
colours, text window size, default 
commands and enter my indi- 
vidual persona. However, the 
smile soon faded as the first screen 
of (ext scrolled upward before I 
could read it and the game pm* 
reeded to play with itself. The 
booklet provided men lions a 'real- 
time' element but gives no hint as 
to the speed of other characters' 
actions. L found It difficult to go 
anywhere or do anything without 
being attacked by Gobo, Nigel the 
Necromancer and Uncle Tom Cob- 
bly et al. It took great presence of 
mind to persist. 

As soon as my next attempt 
began, I did what no Harlequin 
should do - I took to my heels, 
hoping to get to a location not so 
i nfest ed wi I h i n habita n ts in te nt on 
my destruction. Moving west and 
south reveaLed a stick (wow) and 
brought me to a cemetery and 
eventually the grave-digger s cot- 
tage. After exploring for a while 
and discovering how inadequate 
t he parse r was - it docs not u n der- 
stand 'EXAMINE' or 'LOOK AT' - 
I was informed that the game was 
about to reset for some reason. 
Deciding that I had had 


73 " 


i n s u ff icicn t lime to evolve a dece nt ! 
game- character, saving my posi- 
tion seemed pointless. 1 watched 
as it reset and sent me baek to the 
start - although I did get to keep 
ray hard earned strength, dexter- 
ity, stamina and score. On my third 
attempt I managed to get to the 
mountains before Jon the Necro- 
mancer magically summoned me 
to hi s presence and proceeded to 
deplete my stamina and strength 
with his sword — I was unarmed. 
Game four began . . . 

1 discovered a wood cutter's hut 
containing nothing but space on 
the wall for a moose head. Not 
finding this particularly helpful I 
left for the grave diggers' cottage 
again. This time I found something 
Interesting: the hook case in the 
study had been pushed aside to 
reveal a passage. Sticking my head 
inside confirmed that 1 would need 
a light of some kind to explore it 
safely. Remembering the slick. I 
dashed back to it's Location, picked 
it up and look it to the fire roaring 
In the grate. The instructions 
clearly state that an item may be 
put inside an object, logically 
therefore, shoving the stick into 
the fire should get it to burn, thus 
providing light for the dark pass- 
age. Another of the game's limits 
made it's presence felt as the 
wooden stick refused to light or 
even be put in the fire. Just as I was 
contemplating moving on I was 
summoned again . , . this time by 
a Nccromanceress who took great 
delight in trying to end my adven- 
ture with the sharp end of her 
sword. I, as yet still unarmed, 
eventually lied. 'Eventually' 
because the time between rtiy 
input of 'FLEE EAST' and the 
action being carried out was 
around 30 seconds, during which 
time I watched the evil female kick 
the stuffing out of me. This game 
was quickly becoming embarras- 
sing. 

My next discovery was a 
tethered goat. 1 untied it and 
entered 'GET GOAT' to which I got 
the reply T TAKEN', My inventory 
still showed nothing except that 
the game has a distinct tack of 
attention to detail. 

The text descriptions a re sparse, 
consisting mainly of possible exits. 
The object descriptions are mini- 
mal and character action and 
Interaction is frustrating. One can 
spend minutes watching the 
screen scroll pages of text concern- 
ing who has just left the location, 
who has just arrived, who shouis 
what and who hits who. 

Micro MUD is tedious, boring, 
frustrating, non- atmospheric and 
bestowed with an inadequate 
parser — an adventure to be 
avoided. 


ATMOSPHERE 

INTERACTION 

CHALLENGE 

OVERALL 


23 % 

21 % 

35% 

27% 
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adventure 


INTRIGUE 


Deadlines were against me for 
reviewing tnirig ue therefore game 
progress was minimal, however I 
enjoyed what l did see and another 
go is de finitely on the cards. 


ATMOSPHERE 

77% 

INTERACTION 

82% 

CHALLENGE 

86% 

OVERALL 

83% 


Spectrum HoloByte/Mirrorsoft, £12.99 Disk only 


EXAMINE ALL 


realise Intrigue 
has been on 
release for a 
couple of months 
and It's not really 
a true adventure; 
nonetheless 1 
thought it worth 
a quick mention* 
especially as new products are 
decidedly lacking this month. 

Your brother Joe is missing and 
has left you in charge of a chaotic 
detective agency located in 
Washington DC. You discover that 
he has recently been investigating 
a nefarious scheme to release a 
dangerous vims into the air of the 
nation's capital. The objecti ve is to 
find your brother, deactivate the 
viral device and finger the villains. 

The first section is an introduc- 
tion that reveals essential informa- 
tion for first-time players. Alter 
the intro comes the anti-pirate 
device: you are asked to input the 
code to open Joe's safe, instruc- 
tions for cracking it arc printed in 
the book lei provided with the 



Contact the clever * . * 

Ad v en tu rela nd . Ad venture Q uest. 
Arrow of Death I. Jl. Ballyhoo, 
Blade of Blackpool?, Borrowed 
Time, Bucks roo Banzai, Ca sliced 
Terror, Circus, Colditz, Crystals of 
Carus, Cutthroats, Dallas Quest, 
Dungeon Adventure* Emerald 
Isle, Empire ol Kam, Enchanter, 
Erik the Viking, Escape from Pul- 
sar 7, Espionage Island, Eye of 
Bain* Feasibility Experiment, 
Forest at the Worlds End, Ghost 
Town, Golden Voyage, Gremlins, 
Gruds in Space, Hampstead, 
Heroes of Karn, Infidel, Invincible 
Island, Kayleth, KentUla, Leather 
Goddesses, Lords of Time, Ludfer's 
Realm. -Magicians Ball, Magic 
Stone, Mask of the Sun* 

Mi nd shadow, Mission Asteroid, 
iMoonmist, Mordon's Quest, Mys- 
llery Funhouse, Mystery of Mon- 
roe Manor, Ninja, Perseus and 
Andromeda, Pharaohs Tomb, 
Pirate Adventure, PlanelfaM. 
Pyramid of Doom, Rebel Planet, 
Red Moon, Return to Eden, Ring 
of Power. Robin of Sherwood, 
Savage Island 1. Secret Mission, 
Ship of Doom, Sorceror, Sorecror 
of Ctaymorguc Castle, Souls of 


packaging. Once the sale is open 
you may input the number of 
players and level of ptay. 

The screen layout is atmospher- 
ically monochromatic with 
options at the top of the screen 
when locations arc displayed, and 
at the bottom if character interac- 
tion is taking place. The choice of 
action is selected using either a 
joystick or the cursor keys and 
confirmed via the carriage return. 
These controls may also be used to 
pan round your current location. 
Sound effects and music are pre- 
sent and add to the atmosphere. 

So-called adventure games that 
use this type of select-an-option 
input are usually very bad - The 
Archers and Adrian Mole 
immediately spring to mind. How- 
ever, Intrigue is different in that it s 
actually quite good. The plot is SO 
coin plicated th at the input system 
makes it work better tnan a text 
input system would - there's 
enough to do without having to 
worry about your typing and spel- 
ling prowess. 


Darkon, Spellbreaker, Spidennan, 
Strange Odyssey, Tass Times, Ten 
Little Indians, The Count, Golden 
Baton, Hobbit, The Institute, 
Jewels of Babylon, The Journey, 
Never Ending Story, Pawn, Time 
Machine, Wizard and Princess, 
Quest of Merravid, Tower of 
Despair, Tracer Sanction, Twin 
Kingdom Va lley , U It tm a I, II I fr I V , 
Urban Upstart, Ulysses and the 
Golden Fleece, Valkyrie 17, Vel- 
nors Lair, Voodoo Castle, War- 
lords, Waxworks, Winter Won- 
derland, Wishbrmger, Witches 
Cauldron, Wizard Akyrz, Wrath of 
Magra, Zork L It & HI, Zzi.7. t , . 
Bob Shepherd, 106* Highfleld 
Street, Coalville, Leicester- 
shire 

Heroes of Karn. Bored of ihe 
Rings, Gremlins, Voodoo Castle, 
Zim Zala Rim, Mugsy's Revenge, 
Tropical Adventure, Dracuia, Holy 
Grad, The Pawn, Return to Gz, 
Masters of the Universe. Robin of 
Sherwood, Fourth Protocol, Price 
of Magik 

Chris top he tirassari, 67 rue tie 
TAbbe Lemire, 592.00 TOUR- 
GOING, France 

Tower of Despair, D raeu la , Ad ven- 
tureland, Zim Zala Bim, Castle of 
Terror, Time Tunnel, Eureka 

John Paterson, 8 Bra cad a ie 
Road* Bail lieston, Glasgow 
G69 

Tel: 041 771 7729 

Mordons Quest. Spiderman, 
Hacker 

Nigel 'Nemesis' Richardson 
Tel: 01 360SJ25 

Znrk E, El & III. Adventure land, 


It's most refreshing to take a 
respite from killing, easting 
spells and general derring-do, 
to peruse all the letters you 
kindly send me. I couldn't 
cope without you . . 

Chris Fleming, one of our clever 
con taels, writes to thank me lor re- 
inserting his name in the column 
and goes on to say: 

Tve had phone calls from all 
over the world requesting help 
and advice on adventure games. 
The best response has been from 
the South Pacific and New Zea- 
land. The feeling down here H that 
it's good to have someone in this 
part of ihe world that stumped 
adventurers can write to or ring 
for help without having to wait 
months for a reply from the UK, 
I've become close friends with 
some of my contacts and, when 1 
was in Australia at the end of last 
year, 1 met and stayed with Mar- 
got Stuckey (another Clever 


Dangeimouse in RFC, Earth- 
bound. The Helm, Marie Celeste. 
Temple of Terror, Valkyrie 17. 
Temple of Vran, Mask of the Sun, 
Lords of Time, Dallas Quest, 
Infidel, Mystery Munroe Manor, 
Gremlins, Supergran, iManeifall, 

U! y sses, B la de of Bl ackpoolc , Seas- 
talker, Hitchhiker's Guide, ultima 
HI, Search for King Solomons 
Mines, Skull Island, Murder on the 
Waterfront, Suspended, Cutth- 
roats, Sorcerer, Enchanter, Ninja, 
Stranded, Hulk, Mindshadow, 
Lord of the Rings, Starcross, Sub- 
Sunk, Worm in Paradise* 
Hampstead, Classic Adventure, 
Colossal Cave, Terrormulinus, 
Robin of Sherwood, Sherlock, 
Claymnrgue Castle, Emerald Isle, 
Wizard of Akyrz, Return to Eden, 
Red Moor, Never-ending Story, 
Escape F rom Pulsar 7, Perse us and 
Andromeda, Golden Ba to Jl, Bored 
of the Rings, Empire of Karn, Ket 
1, Feasibility Experiment. Lucifer's 
Realm, Pilgrim, Secret Mission, 
Treasure Island, Wishbringer, Cir- 
cus, Arrow of Death I &2,Ten Lil- 
lie Indians, Ring of Power, Quest 
for Holy Grail, Kentijla 
Margot Stuckey., 14 Marampo 
Si, Mara yon &, NSW 2148, 
Australia 

Hulk, Spiderman, Voodoo Castle* 
Hobbit, Pirate Adventure, Merry 
Christmas, Robin of Sherwood, 
Price of Magik, Lord of the Rings 
Nigel Leather* 45 Mure ton 
Street, Winning ton, Ndiih- 
wich, Cheshire CWS4DH Tel: 
0606 781028 

The Gulden Baton, Worm in 
Paradise. Hobbit, Fourth Protocol 
(Pt 3 only) 


Contact). She is a lovely Lady and a 
top adventure player too, 

Adam Ryoler of 26 Wembley 
Avenue, Cambridge Park NSW 
2750, Australia is pleading Fur help 
wilh Redhawk, he cannot arrest 
Techno. Drop him a line iF you can 
help. 

It was nice to get a COUpk of let- 
ters from a place other than 
Australia . . , Peter Harwood of 
& Haggle Avenue, Holy Cross, 
Wallsend, Tyne and Wear, is hav- 
ing problems with Hebe! Planet and 
Right's Revenge. He would like io 
know how to enter the Temple 
(you canT Peter) and how to safely 
travel the sewer systems in both 
games. Can anyone get him out csf 
the sewer? 

Is there someone nut there who 
can help Robert Owen with Se- 
Kah Of Assiah. He is Stuck after 
swimming the river and cannot 
enter the second castle. He finds if 
he searches the area lie gets killed 

Andrew Blackman, 133 Ashen 
Drive, Dart ford, Kent DA 1 3LY 
Tel: 0W 76SS7 53fri8.3Dpin 

Dungeon Adventure, Lord of the 
Rings, Quest for the Holy Grail, 
Hampslead, Lords of Time, Inca 
Curse. Espionage island. Planet of 
Death 

David. Lemon* 1 4 Norton Plate, 
Dunfermline* Fife RYU 4RH 
Tel: 0383 728353 alter 6pm 
Mon-Frl 

Leather Goddesses of PhobOS* Zork 
III, Terror mollnos, Never Ending 
Story, Heroes of Karn, Mission l. 
Gremlins, Robin of Sherwood 
Ron McKenzie*! Silvers tream, 
Frey&trop, Haverfordwest, 

Dy led SA61 2SN 

Adventu reland, Sub Sunk. Heroes 
of Karn, Empire of Karn, Munroe 
Manor, Hacker, Classic Advert- 
t ure, Al J early In focoru till es, Ji n x - 
ter, Guild Of Thieves, Plundered 
Hearts, Dracuia. Hitchhiker s 
Guide, Mindshadow.T racer Sanc- 
tion. Wishbringer, Trinity. The 
Pawn 

Chris. Fleming, 235 MeoLa 
Road, Pt Chev* Auckland* N 
Zealand Tel: 867074 

Voodoo Castle, Hemes of Karn, 
Pirate Adventure, Ten Little 
Indians, Hobbit, Lost City, Grem- 
lins, Wizard of Akyrz, Quest for the 
Holy Grail, Zim Sala him. Island 
Adventure, Castle Dracuia 
Paul Flanagan* 6 Curry* 13c I - 
leek* Co Fermanagh, N Ireland 
Tel: 036565 594 

The Hobbit, Erik the Viking, Castle 
of Terror, Eureka, Voodoo Casile, 
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by a dwarf. Robert may be con- 
tacted at 35 Elect Avenue, Pec- 
kham, London, SE15 IQB 
David Andrew sen is having 
loads of problems with a game that 
1 do not consider an adventure; 
Alttmaie Reality, The Dungeon, 
However, i am feeling incredibly 
generous and will print Ills address 


DRACULA 

CRL 

Once in possession of the broken 
bottle, leave the dining room by 
travelling west, south and west 
again, back to you r room. Press ' R ' 
four or five times to allow the 
game to piay through (an annoy- 
ing trait of Mr Pike's adventures) 
then, making sure you have hold 
of t he k J ass s ha rd , go ea si twice an rf 
ail the curtain cord. Go back to 
your room and get the cross, pick 
up the cord, go north twice, drop 
the cord and wave the cross to 
repel the girlie vampires. It's now 
lime to tackle the maze - without 
being eaten alive by the rats. From 
your bedroom go east, south, west, 
west and south to a location in the 
maze where you find a lamp. Pick 
it up and go east, north, west and 
north to nut side your room, then 
head west, north and north to the 
wardrobe, get the cord. Now the 


so that anyone who feels they can 
offer help with this RF(i can drop 
him a line, 

David Andreasen, 

Ben Lion svej 23,5. 2G0U Copen ha- 
gen, F, Denmark. 

Thanks to all who have taken an 
interest and written in, keep ’em 
coming. 


SERIALISED 

SOLUTION 

NUMBER 

TWO 

(PART THREE) 

exciting bit , . Go south and 
down the steps to the secret room. 
Tie the cord to the window and 
drop the lamp. Remove the cross, 
from around your neck in antici- 
pation and wail until you sec 
Dracula leave his room . . . via the 
window! Now climb down the 
cord into his quarters, lift the car- 
pel to reveal the trap door and go 
down. You find a box - open it, 
drop the cross inside i| and run 
south, south and south into part 
three, next month . . , 


(VALE 

OF 

(hope 

Rather than list a clue or two 
for a number of adventures, I 
thought this month Pd con- 
centrate on giving you the 
complete solutions to two 
games that may well still be 
proving tough to finish. 

THE NEVERENDING 
STORY (Ocean) 

Part One 

NE E GET AURYN SVV S GET 
HORN BLOW HORN GET FAl- 
KOR W SE FLY SOUTH E S ESS 
WAIT UNTIL EYES BLINK S 
Part Two: 

enwnese get glow w n n 

REMOVE PLANKS D SE W TIE 
ROPE E E E N GET KEY WWWD 
D GET POUCH DROP POUCH GET 
COIN UNLOCK CELL W W DROP 
COIN W GET KEY EEEDUENW 
USSSfi GET AURYN GET FAL- 
KOR 

Part Three; 

UNLOCK DOOR CLIMB THE 
STAIRS IN THE TOWER FIND THE 
THIRD CORRIDOR {NOT THE 
PANELLED OR GLASS ONE) 


IGNORE THE STAIRS E E U SAY 
'PLEASE' E 

MINDSHADOW (Activi- 
sion) 

Pan One; 

NEE TAKE VINE W W 5 E TIE 
VINE TO ROCK CLLVSB VINE W 
DIG TAKE MAP TAKE ROCK E U 
W N ENTER HUT TAKE STRAW S 
E TAKE STEEL WNNENEESS 
E EXAMINE TRUNK TAKE RUM 
W NNWWSWSSS TAKE SHELL 
EXAMINE OCEAN BANG ROCK 
ON STEEL GIVE RUM 
Part Twut 

N W $ FIGHT MAN 5 TAKE MEAT 
N N E S S S S CUT CHAIN WITH 
MEAT WNN TAKE CANVAS S S 
E N NE CLIMB BOAT 

Pari Three: 

E E E S SEARCH MAN TAKE HAT 
N W W S GIVE POUNDS TAKE 
POLE N W TAKE DEBRIS READ 
NEWS E N GIVE POUNDS 5 E N N 
E SAY 'CHANDRALT GIVE 
POUNDS TAKE TICKET W S S W 
N N GO PLANE 
Part Four: 

BOOTH 1 1 IN THE INN GO ROOM 
DUCK WHEN YOU HEAR A 
NOISE FOLLOW MAP AND DIG 
SAY CODE AT BANK TAKE PIS- 
TOL AND RETURN BOX SHOOT 
SLEEPING MAN THINK ABOUT 
ALL THE CHARACTERS YOU 
MEET AND WHAT THEY TELL 
YOU 



The Count, Heroes of Karn, 
Empire of Karn, Zork L Zork HI, 
Exodus, Ultima III, The Boggii, 
Lords of Ti me, N ever cn di ng st o ry. 
The Hulk, Temple of Terror, 
Ultima IV, Scabase Delta, Keniitla, 
Valkyrie 3 7, Sherlock. The fourth 
protocol. The Helm, Wizard of 
AJcyrz, Perseus and Andromeda, 
Lord of she rings (pari | ) , Emerald 
isle. Quest for l he Holy Grail, 
Hacker, Colossal Cave 
Steven Kelly, 4 South View, 
Whins Lane, Simonstono, 
Burnley, Lancs BEH2 7QU Tel: 
0282 74765 (between 6pm and 
10 pm) 

The Hobbit, Sea base Delta, Ken- 
illla, Zizz, Spy trek, Itobo City, 
Imagination, Demon Knight, 
Kuboyas.hu Naru, Tower of 
Despair, Time Tunnel Citadel of 
Chaos, Eureka. Surceror of 
Clay m org ue Cast Ic, The Q nest For 
The Holy Grail 

Paul Hardy, 53 Fir Tree drive, 
Wales. Sheffield S3 1 8LZ 

Hitchhiker's Guide, Zork I. Zork IJ, 
Plane) fall, Leather Goddesses, 
Cutthroat*, Infidel StationfalJ 

Dave Rogers, 15 Elm Terrace, 
Westfield, Radstock, Bath, 
Avon RA3 3XP 

Amazon, Borrowed Time, Castle 
of Terror. Castle Adventure, Com- 
puter Adventure, Dracula part t F 
Grand Larceny, Haunted House, 
Himalayan Adventure, Labyrinth, 
Mad Mummy, Mind shadow. 
Murder on the Waterfront, Never 
endingstory, Ninja. Raka-tua Vol- 
cano, Scroll of Akhbar, Setlbase 
Delta, Silver Mountain, Subsunk, 
The Boggh, The Dallas quest. The 


Hobbit, Ultima TV. Voodoo Castle 
Zork l Zork II, Zork III, Ztlj 

Mario Moeller, 38 Greenvalc 
Drive, GreenvaJe, 5047, Vic 
Australia 

Ultima IV, The Bard's Tale, Voo- 
doo Castle, Phantade I, Never 
Ending Story, Draco la. The Prince 
of Magic, borrowed Time, The 
Pawn, Sea base Delta, Deadline, 
Zork US, Wishbrlngor 
Derek Wong, 42 Ingram Kuati, 
Thornton Heath, Surrey, CR4 
8EB 

Hitchhiker's Guide, The Hobbit, 
Lord of 1 he Rings, The Shadows of 
Mordor 

Warren Lee Mclia, 1 Thornhill 
Avenue, Rlshton, Blackhurn, 
Lancs, BR1 4EZ 

Castle of Terror, The Hobbit, The 
Hulk, Mind shadow, Holy Grail. 
Red hawk. Snowball, Subsunk, 
Twin Kingdom Valley, Voodoo 
Castle 

JeffGlHan, 50 Tynedale Cres- 
cent, Penshaw, Houghton-Le- 
Spring, Tyne and Wear, DH4 
7RP 

Surer oss, Suspended, Suspect, 
Leather Goddesses, Zork T. Zork El, 
Zork III, Deadline, Planetfall, 
Infidel, Cutthroats, Ballyhoo, 
Lurking Horror, Sea stalker. 
Bureaucracy, Trinity, Moon mist, 
Hollywood Hi jinx. Hitchhiker's 
Guide, Wishb ringer. Sorcerer, 
Spell breaker. Enchanter, The 
Pawn, Ultima I, Ultima HI, Ultima 
IV, Sherlock, Gremlins, The Hulk, 
Terrormollnos, The Fourth Pro- 
tocol, The H nbbiE 
Billy Kavanagh,49 Drake Hall 


Westhoughton, Bolton, BL5 
2RA 

Never Ending Story, Ztli, Quest 
for Holy Grail 

Tony Kin near, 49 Wainwright 
Avenue, Hutton, Brentwood, 
Essex, CM 13 2SZ 

Bally Hoo, Bored o! the Rings, Bor- 
rowed Time, Deadline, Emerald 
Isle, Enchanter, Eureka (Germ am 
Arthurian, Roman), Gremlins. 
Hitchhiker's Guide to the Galaxy. 
The Hobbit, Leather Goddesses of 
Phobos, Mind Shadow, Mlmroe 
Manor, Moonmist, Pirate Adven- 
ture, Planetfall, Planet of Death, 
Knight Ore Pi I, 8 ea stalker. Ship 
of Doom, Spell Breaker, Spider- 
man, Starcross, $ta lion fall, Tas$ 
Times, Lurking Horror, Tracer 
Sanction, Valkyrie 17, Very big 
cave adventure, Wishbrtnger, 
Worm in Paradise, Zork L Zork II, 
Zork II J 

Ean Gay, 18 Earsdon Close, 
Wesidcnton, Newcastle upon 
Tyne, NE5 2RL 

Zork L Zork H, Zork HI, Trinity; 
Pawn, Guild of Thieves, Knight 
Ore, Jinx ter, Moonmist, Hol- 
lywood Hijinx, Cutthroats, 
Bureaucracy, Wishbrtnger, Red 
Moon, Worm in Paradise, Snow- 
ball. Return to Eden, Price of 
Magic, Macbeth Pis I. II. HI, Kings 
Quest n. Adventure Quest, Colos- 
sal Adventure, Dungeon Adven- 
ture, Leather Goddesses of Phobos. 
Fourth Protocol. Lord of the Rings, 
Space Quest I, 11, Leisure Suit 
Larry, Enchanter, Sorceror, 
Spellbreaker. Starcrnss, Pi a net! a 11, 
Station fall, Infidel, Seastalker, 
Ballyhoo, Hulk, Spiderrrtan, Wit- 


ness, A Mind Forever Voyaging, 
Hitchhiker's Guide, Lurking Hor- 
ror, Police Quest, Black Cauldron, 
Mind shadow 

Bruce Marshall, 3 Mereside 
Avenue, Congkiun, Cheshire, 
CYY 12 4J2 Tel 0260 279786 

Dracula. Frankenstein s, Kenlilla, 
Quest For The Holy Grail, Gnome 
Ranger 1, II. Eureka II, IV,Zlm gala 
Rim 

Scott West, 10 Charnock Dale 
Rd, GleadLess, Sheffield, $12 
3 HP Tel: 0742 656328 

The Hobbit, Scastalker, Trinity, 
Leather Goddesses, Reuroeracy, 
Hitchhiker's Guide, Stationfall 

Carl Kuttelwascher, 6 Robin 
Hill Drive, Camber-ley, Surrey 
GU 15 IEG 

Heroes Of Karn, Empire Of Karn, 
Dracula. Sea base Delta. Spider- 
man, Hulk, Zm, Quest For The 
Holy Grail, Lord Of The Rings, 
Price Qf Magik, The Pawn, Twin 
Kingdom Valley 

A Ridge, 4 Co rw all is Avenue, 
Clifton, Bristol, BS8 4PP 

T wi 1 1 K in gdorrt Val ley , The 11 ohhit , 
Hitchhiker's Guide, Return To 
Eden, Terr ormoli nos, Dallas 
Quest, Jinx ter. Deja Vu. Shadow- 
gate 

Steven Coomher, 6 Mays fie Id 
Close, Pojtshedb Bristol BS20 
9RL Tel: 0272 8442 18 <6-9pm) , 

The Boggii, Hulk, Kaylelh, 
Kobyashi Naru, Sherlock 

William Stephenson, 10 
Inchcolm Terrace, South 
Queens ferry. West Lothian, 
Scotland EH30 9NA 
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TAKE COMMAND! 




Technical data; SIZE: 71000 tonnes, LENGTH: 332 metres, 

WIDTH: 40.8 metres (flight deck 76.8m), DRAUGHT: H.3 metres, 

. PROPULSION: 2 nuclear reactors A4W General Electric turbines 

CAPACITY: 26Q0QGHP. SPEED: 30 knots. ARMAMENT: 90 combat aircraft, 
including F 14 'TOMCAT interceptors, A6 intruders and SH3 ‘SEA KING’ helicopters, 
anti missile, anti aircraft and early warning systems, CREW: 6290 men. 

Avaifabte exdusively for the Commodore 64/128 
Cassette £9.99 Disc £ [4.99 
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PRICE PROMISE 

If you wish to purchase any product from our list and 
find that you can huy the same product cheaper 
from another mail order -company, simply enclose 
the lower amount, stating the name of the other 
company and where you saw the advert fit must be 
a current issue) Price Promise does not apply la 
'.4her companies' "Special Offers" 


ENQUIRIES 

01-7483597 


TOP TEN COLLECTION 

ONLY £735 DISC EI&SO 

SABOTEUR DEEP STRIKE 
SABOTEUR It COMBAT LYNX 
SIGMA 7 TURBO ESPRIT 
AlftWGLT BOMBJACK IF 
TRAMATOS CRITICAL MASS 


WE ARE THE CHAMPIONS 

ONLY £7.25 DISC £13,50 

SUPER SPRINT 
BARBARIAN 
RENEGADE 
RAMPAGE 
IK + 


ffUDALUtro 

DUSTAJt 

WfWTHEIUIKRi 

MMPJUiF 

HUiHC THUNDER 
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ITTI OS tH U 0 
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SOLID GOLD 

ONLY £7.25 DISC £10.50 

GAUNTLET 
AC ES OF AGES 
LEADERBOARD 
WINTER GAMES 
INFILTRATOR 


LIVE AMMO 

ONLY £735 DISC £10.50 
RAMBQ 
TOP GUN 
GREAT ESCAPE 
ARMY MOVES 
GREEN BERET 


BEST OF ELITE VOL 1 

ONLY £4.95 DISC £7,99 

BOMBJACK 

COMMANDO 

AtRWOLF 

FRANK BRUNO'S BOXING 


BEST OF ELITE VOL II 

ONLY £7.95 DISC El 0.50 

PAPERBOY 
GHOST N GOBLINS 
SPACE HARRIER 
BOMBJACK II 


10 GREAT GAMES 

ONLY £5.99 

AVENGER HIGHWAY ENCOUNTER 
FUTURE KNIGHT JACK THE NIPPER 

krackout westbmik 

BOUNDER TRAJLBLAZER 
EoothsfSar flf The Year Monty on the Bun 


COMPUTER HITS 10 Vol 1 

ONLY £5.99 

Brian Jacks Superstar Hustler 
Sorcerer Claymorpa Castle Antiprtal 
Special Operations Space Pilot 
■Seaside Special Jinn Genie 
Harrier Attack Chuckle Egg 


Konami Arcade Collection 

ONLY £7.25 DISC £13.50 
YIEARKUNGFU MIKIE 
YIE AR KING FU 2 JACKEL 
SHA0 LINS ROAD NEMESIS 
HYPER SPORTS JAIL&REAK 
GHEEN BERET PING PONG 


GAME, SET AND MATCH 

ONLY £839 DISC £13.50 

FEATURING: S&fcrtM, Soccer V*utt, 
SwImrrmB. Sftmbng, trlfrfe Jump. 

WW^lWDrtfl, P*ig fl&ng, Pistol Stiwtinfl, Cpdfflg 
Bailing. SpmgtBflrd Diving, Ram SlaioT 
ftowHiQ, Pena tires, Shi Jump. Tug d itv. Tennis, 
flwrtaii. Sfluaah. iSnookar. flaol 


■ywosarr 

L DflDSDF MnNftfT 
LFdOhSOf DEAIW 
IUfIDIHTWUMW« 

NHOft CAEs™ 
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5K4MT 

SWSTiH 
TUT MIAMI 
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ALTER tatAli IKSCMA.'rt 
ALTEMlATl WALm {Di'iC ML f: 
nAMTtAUK53fDHCDM.fi 
octaaw .15 roscwufi 
"»«(» KJTAlTUHiUflMC 
MADMHKRIDHCOH'n 
wnNTrafjmt5iDrSCIh*Ti 
turn curse DULfi 
nuii] mscwiLn 


10 GREAT GAMES Volll 

ONLY £7,25 

AUF Wl EOEflSEWEN MONTY MASK 
JACK THE NIPPER l| 8ULLOQG 
DEATH WISH Ilf RNAL MATRIX 
flE-BOtJNDER THING BOUNCES BACK 
Samurai Trilogy 3as-l Qt Mou» Oeneclive 


6 PACK VOL 3 

ONLY £7.25 Pl$C £10.50 
PAPERBOY 
GHOST N GOBLINS 
ENDURO RACER 
LIVING DAYLIGHTS 
DRAGONS LAIR r 
DRAGONS LAIR N 


S.D.C. ORDER FORM 

Please send me the following titles. BLOCK CAPITALS please! 
Type of computer 


Title 

1 


Amount 








- 



Total enclosed £ 



Date „„ 
Name t . 
Address 


Please make cheques or postal orders payable to 5,D.C. 

Prices include P & P within the U.K: Europe please add £0.75 per tape 
Elsewhere please add £1.00 extra per tape 
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FIFTH QUADRANT 

Ricochat, £1.99, joystick or keys 


TANGENT 


The Micro Selection, £ 2,99 cass, joystick only 


T he Tfirrafonners, disgrun- 
tled at being disbanded 
because of the huge 
expense their work entailed, have 
left behind the Beta-Auri system. 
This is a hostile series of 1 5 spin- 
ning disc-pair planets, occupied 
by an elaborate system of alien 
guards to prevent anyone from 
occupying a world they didn’t pay 


The player's part in all this is to 
pilot a craft Defender-style, betw- 
een the discs of each world and 
use a radar scanner and a la ser to 
blast away the defending aliens so 
that the planet can be made habit- 
able once more. Being hit by the 
aliens reduces the player's shield 
level which is shown on screen as 
a diminishing bar. 


T he four robot crew of space 
survey craft Orion have 
woken from hyper-sleep 
only to find their ship has been 
invaded by a race of mechanical 
aliens called Zimen. The Zimen 
have confined each robot to a 
separate compartments and 
reprogrammed many of the ship’s 
Systems for their own nefarious 
purposes. 

The player's part in all this is to 


take control of each robot, guiding 
each through the maze of three- 
quarter view cabins, to the bridge. 
Here, they can log on to the main 
computer, thus regaining controf 
of the ship and winning the game, 
When he isn't blasting the Zimen, 
the player can try to decipher the 
code that they have used to 
reprogram the computer, and so 
use the ship's different recharging 
facilities to their own advantage. 


Hi 1 h jM Obviously quite a bit of thought went into Fifth Quad- 
& 1 Ww rant’s game design, and there would appear to be 
yA much for the player to do, but i'm afraid my lasting 
impression is that its complexity seriously limits 
gameptay. ! was looking forward to deciphering the 
Zimen language and reprogramming the computer, but the 
Instructions give no dues as to how this should be done, so in the 
end logging onto one of the wall terminals just results in confu- 
sion and lost time. In the and the action proves too frustrating to 
be worth persevering with. 


JN 1 - -A- 1 Tangent’s pretty Lizard title screen, neat Demon 
Mr SM soundtrack and very smart Hugh Bin ns in-game 
v .JM graphics are most engaging, and J was sure I had 
E_yOH loaded a game worth playing. After a while, though , 
I was left incredulous as J realised that backing up 
all these aesthetic features is a vary simple game indeed. If s as 
if all the Compunet personages involved have contributed their 
exemplary talents without actually having a well-considered 
gameplan to work with. Asa result, gameplay is incredibly simple 
and varies so little that what we’re left with is very much a mind* 
less shoot 'em up. Not too bad at this price, J suppose, but it could 
have been so much better wHh a bit more thought. 


PRESENTATION 54% 

Very nice title screen but not 
much in the way of rn-game 
options. 

GRAPHICS 74% 

Pretty parallax scrolling routine 
matched by well-drawn sprites, 

SOUND 71% 

Good Demon t itle tune and neat 
spot FX. 

HOOKABIUTY 64% 

Uncomplicated action is only 
mildly stimulating, 

LAST ABILITY 60% 

Fifteen levels, but the action 
do&sn’t vary much. 

OVERALL 61% 

A neatly-presented, but over- 
simplified shod 'em up. 


\ 1. // L With a few extra 
features this 
could have been 
a great game: a 
two-player 

option, more impressive in- 
game effects and more to do 
than just blasting would have 
improved It, As It stands it's 
not half bad: the para Max scro l- 
ling is very neat - some levels 
(such as the third) being out- 
standing - and the action gets 
fast and furious on later levels, 
On the negative side, the alien 
patterns are unimaginative 
and the in -game sou nd 
doesn't create any kind of 
atmosphere; ft's very much 
like a second-rate Dropzone, 
without any of the thrills, Take 
a look tf you want a slice of 
simple shoot 'em up action. 


PRESENTATION 29% 

Only a highscore table and joys- 
tick/keyboard option. Poor 
Instructions. 

GRAPHICS 45% 

Garishly coloured and badly 
drawn sprites and backgrounds. 

SOUND 55% 

Passable title tune and effects. 

HOOKABIUTY 34% 

The promise of varied gameplay 
lures the player into the game. 
LASTABIt sTY 30% 

Unless you can decipher the 
Zimen code each game is 
uncompromisingly short. 

OVERALL 32% 

Inadequately explained gamep- 
iay mars an interesting concept. 


w Though try no 
means brilliant, 
Fifth Quadrant 
offers enough 
depth to warrant 
attention. Graphically it's only 
mediocre, being a mixture of 
drab, sparse backdrops and 
duff sprites; aurally it com- 
bines a reasonable title tune 
wfth some fairly atmospheric 
in-game effects. However, the 
choice of four droids - each 
with a noticeably individual 
character - the large number 
of rooms (a map is essential 
because there's so lithe differ- 
ence in the backdrops] and a 
couple of intriguing puzzles 
save it from being terrible. 


SLOG 


Mttki n t; v n 








THRUST II 

Firebird, £1 .99 cass, joystick or keys 


I n the evil empire of the Cories, 
all form of music is despised. 
Being a music lover, the player 
decides to invade their solar sys- 
tem and create harmony where 
discord now reigns. 

The objective is achieved by col- 
lecting musical components, 
stored in protective orbs dee p 
within the three home planets of 
Stick, Aching and Walkman. By 
towing the orbs to the surface and 


depositing them in the designated 
area, a machine is gradually con- 
structed which, when complete, 
proves fatal to the Cories. 

Control of the craft is achieved 
with joystick or keys. Contact with 
the eight- way scrolling landscape 
or aliens isn't fatal, but it loses one 
or more shields depending on the 
force of the collision. Should all 
19$ shields be lost, the game 
ends. 



As a hardened Thrust vetera n* I was interested to 
see how its sequel would turn out, and I’m sad to say 
that what Firebird have produced is something of a 
disappointment The original game's strength lay in 
its overall simplicity and its. tortuous test of reac- 
tions against realistic physical forces - both desirable qualities 
which have been kept to a lesser extent In Thrust II. The more 
soiid graphics are one improvement the game has over its pre- 
decessor, and the title sequence is very pretty, taut I'd have my 
doubts whether the game has the lasting appeal of the original 
budget classic. 


► The name's- the same, but the gamgplay fails t* impress , 



The title screen 
makes you think 
you're in for 
something spec- 
ial; unfortunately 
the gameplay fails to meet the 
promise. The graphics vary 
from gaudy jerkily scrolling 
backdrops to some well ani- 
mated and conceived sprites; 
the sound, however, is well 
above average, a Heavy Metal 
soundtrack playing through- 
out. Unfortunately, the gamep- 
lay is very disappointing: the 
appeal has been lost because 
of the tweaked {and thus 
ruined) inertial control method 
and the ability to hit land- 
scapes without being 
immediately killed: there's 
greater freedom of movement, 
but not as much fun or skill 
involved. Thrust it Is quite good, 
but not half as good as the 
Original. 


PRESENTATION 63% 

Gorgeous tit le screen and dear 
screen display marred by 
inadequate instructions, 

GRAPHICS 67% 

Vary from gaudily coloured 
backdrops to some neatly 
animated sprites; generally 
good. 

SOUND 75% 

A lengthy Heavy Metal 
soundtrack plays throughout. 
HOOK ABILITY 67% 

The repetitive gamepl-ay is only 
rescued by th e depth and m i lo 
appeal of the task confronted. 

LAST ABILITY 43% 

The thin scenario end lack of 
real action soon repel lasting 
interest, 

OVERALL 59% 

A reasonable and occasionally 
flawed game, but a very poor 
sequel. 



BRAINSTORM 

Firebird, £1 ,99 cass, joystick or keys 


T he objective is to trap one or 
two moving baits on the red 
part of a coloured grid with a 
combination of three coloured 
fines, 

The game consists of 26 single 
screens and five colours: black 
and blue have no effect on the 
ball(s) r red increases the score, 
magenta decreases ft and green 
warps the ball randomly to another 
part of the grid, From the title 
screen the player starts on any five 
of the screens and has the option 


of three skill levels; these allow two 
or three lines to capture one ball or 
three to trap two bails. 

The screen displays the playing 
area and an information panel!, 
which details the current screen, 
scores., timer (counting down from 
400), line colour and bonus switch 
(which doubles the scoring rate). 
To progress to the next screen the 
player's present finishing score 
must be greater than the finishing 
score on the previous screen, 
otherwise th© game ends. 



If you think this is simple, you just try it! 



Like Zolyx, the concept is both very simple and fien- 
dishly addictive: trapping a bouncing ball with three 
lines sounds easy, but it becomes Incredibly hard on 
later screens. The graphics and sound are only 
functional: what exists is just game - and rt p s amaz- 
ing! The whole program is designed to create a state of maximum 
panic at the worst moments: the slowness of drawing lines, the 
timer and the warp blocks make a brilliant combination. It's a 
superb budget puzzle game: buy H today! 



Good puzzle 

games aren't 

scarce on the 
Commodore, but 
now they're in an 
even greater abundance. What 
makes this rank alongside the 
likes of Zenji and Zolyx are its 
incredible simplicity and the 
perfect blend of demands it 
makes on reflexes, co-ordina- 
tion and brainwork. The delay 
before a line catches up with 
the pointer means the player 
has to be constantly thinking 
ahead, and very carefully he 
has to think tool There's 
nothing more maddening than 
constructing a trap for the ball 
then running out of line so that 
it escapes through the tiniest 
of gaps. Brainstorm is 26 
screens of threats to your san- 
ity - you’d have to be already 
crazy to miss out on it. 


PRESENTATION 89% 

Three difficulty levels, highseore 
table, and the option io begin on 
any five of the 26 screens. 

GRAPHICS 38% 

Simple, blacky and colourful. 

SOUND 23% 

Wo title music and basic in-gam© 
bashing sounds, 

HOOKAH! LITY 90% 

Its infuriating simplicity makes it 
easy lo pick up and impossible 
to put down. 

LAST ABILITY 92% 

Three difficulty levels arid 2G 
screens guarantee further plays 

OVERALL 94% 

An immediately compelling and 
fiondishly addictive addition to 
ihe puzzle genre, 
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This offers simitar stuff to its predecessor 
Spellbound - a basic graphic style, some neat 
touches (try putting on the Walkman), and a cute 
main character - unfortunately, it's all too familiar. 
The Win do vis ion system Is (was} innovative, but 
commands are sometimes clumsy, requiring three sub-menus 
to perform an action; when you've played the game for a while 
this gets tedious. If you like your adventure and arcade action 
combined, this should appeal; if you have the original and weren't 
too keen, forget ft. 


Arcade adven- 
tures don't come 
much more 
aduenturish than 
this, which may 
be just as well. The Window 
sion system, though com* 
prehensive, is intrusive, and 
it's not unusual to have to go 
through three or four menus to 
perform the correct action. I 
would have t eft happier with a 
single key command selection 
- P for Pick up, G for Gfv© ( and 
so on. I found the puzzles just 
as obscure as those in previ- 
ous Magic Knight games, so t 
suppose Stormbri-nger would 
be a worthy purchase If you 
enjoyed solving Spellbound 
and want more of the same. 
Even if you're new to the series 
there's enough head-scratch- 
ing for your three pounds. 


commands, say for casting spells, 
become available as certain 
objects are collected 


PRESENTATION 67% 

The selection system, though 
1 comprehensive is very convo- 
luted m practice. 

GRAPHICS 68% 

C li rtoonesque c h as nr. f ers vary in 
quality, but backdrops am usu - 
ally good enough 

SOUND 80% 

Good electro- bop soundlrar.l* 

HOOKABtLITY 62% 

Moderate adventuring yrgg-s 
hampered by long- winded com- 
mand selection system 

LAST ABILITY 72% 

Copious puzzles to sotvr? if you 
can get along with the menu sys- 
tem 

OVERALL 70% 

Not the most o u t star tding part of 
the Magic Knight saga, but 
should nonetheless appeal to 
fans qI tine series. 


STORM BRINGER 

MAD, £2.99 cass, joystick or keys 


A fter his space escapades in 
Knight Tym& (a game never 
seen on the 64), Magic 
Knight has returned to his own 
time only to find that his time 
machine has split him into two- 
knights, one good, the other evil. 
This ‘Off White Knight 1 is also 
called 'Storm Bringer' because of 
his powerful pet thunder cloud 
with which he plans to destroy 
Magic Knight, 

To rectify the situation by some- 

► Ever get that focli ng of deja vu? 


how merging with the Off White 
Knight. This he does making the 
most of what he can find about 
him, and interacting with seven 
other characters who are in the 
environs to aid or obstruct his pro- 
gress. A cursor-driven list of 
options pertinent to Magic 
Knight’s current circumstances is 
available via a system of windows 
and subwindows, allowing him to 
pick up, drop, give, take, wear and 
examine objects. Other special 


PRO GOLF 

Atlantis, E2.99 cass* keys only 


tlantis' Pm Goff affords its 
player the opportunity of 
swinging clubs around 


Sunningdale or Pebble Beach. 

The courses are displayed In the 
lop two-thirds of the screen and 



Why produce yet another getting simulation when 
so many better ones are currently available? For 
just another couple of pounds you can buy four of 
Leaderboard's Famous Courses (twice as many as 
this} and have a mors enjoyable, lasting package. 
The first person perspective view is more appealing than the 
overhead viewpoint's distance from the action, and the lengthy 
shot selection method is too tiresome to hold much interest for 
long. The graphics are merely functional and the sound does 
nothing but annoy as it squeals and whines in the background, 
Vou can change all the game's parameters, but it really isn't 
worth it when the action is as dull as this. 


► The action In Atlantis 1 Pro Qotfi a as exciting as It looks 


Hole 2 
Par 5 
Yrds -184 






i'<> t; PUl 1 - 

I'ong Club Heavy Roush; Good Lie 

CmEROO* ? I C ‘ Ub ~ 1 ,Jt,0d 

l-laupj; 4 R 32 = — 



In most sports 
games you play 
either through a 
participant's or a 
spectator's point 
of view, so why give a satellite 
view of a golf course in a golf 
game? It just doesn't give any 
real feeling of being there. And 
when was the last time you 
saw Sewy Ballesteros get his 
protractor and calculator out 
on the fairway? He would cer- 
tainty need it for this, to cope 
with the percentage differ- 
ences due to wind, directional 
allowance and percentage 
random variations. If you're 
desperate for a golf game, get 
one of the Leadertward series, 
all of which are far more enjoy- 
able than this. 


are viewed from overhead, show- 
ing bunkers, trees, rough and the 
fairway; the player's position is 
indicated by a flashing point, infor- 
mation is revealed on-screen 
about the hole, the dub selected, 
shot direction, and the wind and 
ground conditions, altered 
according to skill. 

A course is practised or a cham- 


pionship played by one to four 
players. Normal golf rules apply; 
shots are played by selecting the 
type of club, strength of shot and 
its direction, and then by timing the 
stroke with the space bar. 


PRESENTATION 59% 

The ability to alter most of the 
game's parameters doesn't 
improve the boredom of playing 
a shot 

GRAPHICS 25% 

Gaudy and Indistinct backdrops 
and sprites, with Mtle variety in 

either. 

SOUND 7% 

Some screeches complemented 
by whining sound effects., 

HOOKABIUTY 35% 

The awkward control method 
only aggravates the tedium ol 
the gamepiay. 

LAST ABILITY 20% 

ll you've got any of the Leader- 
hoard senes, you won'f want to 
play this too much* 

OVERALL 24% 

An over-priced and uninteresting 
budget golf simulation 
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Price's Include P-P in UK Europe arid El pi-' tape elsewhere arid £ 2.00 
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Credit card holders ring 01-340 2907. 301) &M5. 631 mi 
Credil card orders despatched same day subject to eimtl ability. 

We also stock telephones, answering, cordless, cellular. PmRX, acMSSOrids 
Fax, copiers, shredder machines. ctUCuUitors, ring Ell-43-6 9660 
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From the Designer of The Doubfe' comes . . . 

TRACK SUIT MANAGER 

The first ever football game with real match tatties 


FIVE MINUTES REMAINING and 1hf.> score :s 1-1 Tbu niusl win against Italy !o 
quality lar the NATIONS CUP FINALS when Robson tnlen iipv, a long pass iinti 
Slowly fttdvos forward - AUdbelN rfiallunges but Robson ndtefi the tackle and 
sends a long through ball to Barnes _ "Offside" shouts Capnini ‘Play on 1 ' signals 
the rel Uneket races towards me near posl. Hffleley moves back lot the timh 
cross Bamas Shoots .. 

YES AT LAST THE BIG ONE 

A management game with so much more 

* 54 Cornpulwr managed GountrttS * 54 Squads ol Computer oonlrolled Players 

* Bjild your own 'squad' from 100 Individually talented Players * Se act own 
Country * World Cup* Nations Cup * Chdli>V<hg group ntftlchcs (all ttmntrnt&) 
and the Finals * Mwilhly Diary * Most advanced Seoul reports EVER * 
FriendlidS* Tours * Climatfrarion * Visit Other InlemittonafS *■ Rd*l Ndwtspo-per 
Hoadhrm * Public Opinions * 

AND THERE'S MORE . . . 

Sophi»ttCRtecl Match Pity with . . Adjustable Unm Formations * Free Kick;, * 
Throw In's *■ Offside's * Individual Player Abilities * Goal Kicks * Cottiers * 
Ranatties + Tackles * fouls * Beltd Player lor 'Sel Pieces' * Injuries-# Booking's 
+ Sending Oh s * Sui&ensiftns * Subsututw * Heading * Gemime Ftensiry 
Shoot Out ;ii Quarter, Sami * Final Matches * Extra Ti, me * 

AND MORE . . . 


Individual Player * Team | Defence, Midlield, Attack) tactics Del-nsiv- * 

Attacking # Normal + Quick Counter Arracks * Zonal Marking * Man to Men 
Marking * Off s-na Trap * Sweeper System * Possession Football * Long bad 
Passing * Qr»*Twe Short Ptaung * Aggress.'.'* TadWIng * Take Corn^is, Free 
Kicks etc * 5tay back * Play Uphold * Avoid Heavy Tackras -* AND MOPE 1 4 

GOLIATH GAMES is a 'NEW* Software House specialising 
in ... ADVANCED INVOLVED ORIGINAL SOFTWARE. 

OflDtR now £9,95 Including VAX Plus 50p post & packing 
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NEW ORDER 


For centuries your riviluratron hos 
suspected the existence of inletlicpenl 
lift on other ploneis. Urtbt now you 
t □ l I if do no more hhan ipeculah" 
about the mysterious radio signals that 
you i scientists have Occasionally 
intercepted However with the recent 
development of the hyperjump engine 
. end foul h ive become nghr to rear h 
out and atr&mpt to create a NEW 
ORDER ” 'i Imfe ihc slars Will the 
dominant species n that NFW ORDER 
he yours or lhal of SQmFj tilieri 
life Farm? In NEW ORDER you get ihe 
chance la find out 11 


NFW ORDER fs a detailed ■gome of 

pace exploration, the rule bank costs 

3 00 \ please don't request to piny 

before rending the rues! 


Ct>uM vnu SUi^ive 0n Fl Tndcn ? 


The re gun moon Phasphur tms almost 
destroyed ifc o-n the planets surface 
. null nq w arid w d( ■ i -n d hq ua k l? < 
f ood- rig and volcanic activity 

SHATTERED WORLD >s nn y nutria 
PRm GAME of SURVIVAL 
\ Startup costs 5 00 vwth further 

2>y\ tur r-s 50 -ns ludes pobtune 
y\y\ bath wcivs 


THE KNIGHTS OF THE AVALON 

The Chrandes of ‘THE KNIGHTS OF THE AVALON J i* a 
fantasy-based Play E.y Moil game from JADE Games, where 
players iSer to establish, ih rough Irode, colonisation politics, 
reFgion and conquest, empires. 


For a free stop up write to 
JADE Games with future 
turn costs from as little os 
SOp or ring 0705 82327 1 
for an immediate start up 








DELUXE MONOPOLY 

Leisure Gertius/Virgm.cass, disk, joystick or keys 
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FOR SALE 
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► Cameron’s sh ip is sailing into a prosperous horizon 


strip. Normally it displays the four 
squares nearest to the player, the 
one currently occupied being 
highlighted on the left. If the player 
lands on any square other than a 
property plot, a message is dis- 
played in the highlighted square; if 
he iands on a property square, the 
player is asked if he wants to buy 
it. If not. the property goes at auc- 
tion to the highest bidder. 

Houses are only placed on a 
property when a full set of plots 
are acquired, Buying property 
involves moving a cursor to the 
desired plot and placing each 
house individually. Trading prop- 
erties adopts a similar selection 
method, but also includes cash 
transactions. 


PRESENTATION 80% 

Excellent instructions, helpful 
menu system and rapid gamep- 
lay only maned by the clumsy 
trad i rtg and house bui I ding 
options. 

GRAPHICS 66% 

Somewhat lacking in detail, but 
generally good 

SOUND 59% 

A reasonable title track and a few 
appealing spot effects. 

HOOKABILfTY 75% 

It is Monopoly in all i is aspects: if 
you like that, you'll warm to this. 

INSTABILITY 68% 

The multiple player mode may 
not provide lasting interest, but 
the short game option should 

OVERALL 73% 

Should appeal lo fans of the 
game. 


T hose who like wheeling and 
dealing should take to Vir- 
gin's conversion of Deluxe 
Monopoly, All the boardgame's 
features are included and its rules 
are exactly the same: one to six 
players engage in a battle of prop- 
erty buying and speculation in an 
attempt to become the richest per- 
son around. 

Upon loading, the game permits 
any combination of human or 
computer players (with approp- 
riate names and tokens) and pro- 
vides a short game option. Choos- 
ing the short game allows the 
player to set a time limit on the 
speculating (in hours and 
minutes); again, the richest person 
at the end of this limit wins. 

The screen is divided into three 
areas: running along the top is an 
options strip, the central section 
contains the board and the bottom 
section shows the game status in 
more detail. 

Ten functions are accessed 
from the options strip with joystick 
or keys. From here the player quits 
or saves a game, toggles between 
displaying or hiding individual 
players' financial status, 
mortgages a property, views the 
property owners and rent values, 
buys and sells houses, trades with 
an opponent or throws the dice. 
Additionally, a fastmove option is 
available which speeds up move- 
ment from one location to another. 
The central section displays the 
board in 3D, the player tokens, 
current play er and value of the dice 
thrown; if the short game is chq- 1 
sen, the time remaining is also dis- 
played. The computer controls 

► W&ii - it's Monopoly - what more 


As boardgame conversions go, this is a good 
attempt. Littie touches such as appealing spot 
affects when passing GO, landing on free parking or 
going to jail all add to the enjoyment, and the short 
game option is a brilliant idea carried over from the 
original conversion. Unfortunately this is balanced against some 
clumsy selection methods: for example, Hf you want to put six 
houses on a set, you have to place them individually on each plot 
of land (as with the first Monopoly this soon becomes annoying), 
ff there had been a few more cute touches and the game as a 
whole had been slightly more user-friendly it would have been 
excellent, because it is the boardgama in alj its aspects. As ti 
stands it's colourful and playable, but whether or not you like the 
original will determine whether you like this. 


most functions: throwing random 
numbers, acting as banker (extra- 
cting fines and paying bonuses) 

can you Say? 


and actually moving the pieces. 

The bottom section details the 
functions selected in the Options 


Although I'd 
rather play 

Monopoly with 
friends rather 
than on a com- 
puter, I have toad mrt that I was 
pleasantly surprised at how 
well put together this version 
of the game b. The screen lay- 
out is tidy and all aspects of 
the original's gemeplay is 
neatly presented with easily 
accessible menus. The com- 
puter is quick to exploit any 
errors on the player's part and 
t found ft played a pretty merci- 
less game. Sometimes play 
can be a little too sluggish 
when you’re in a hurry to get 
on, but at least this never 
becomes too unbearable, 
unlike the little jinglas and 
sonic sequences which 
accompany passing GO, going 
to jail and so on. Fans of the 
board game who are sick of 
playing against people who 
hide money in their socks 
shouldn't be disappointed, but 
at the price, it's doubtful 
whether anyone else would 
find it quite so appealing. 
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KARIMOV 

Electric Dreams, £9.99 cass, £14.99 disk, joystick with keys 


A fter a lifetime ol travel ling, 
the circus strongman, Jin- 
borov Kamovsfcl, has 
returned to his home village of 
Oeamina, secret resting place of 
the Treasure of Babylon. His 
dreams of a quiet retirement are 
shattered by the arrival of Ryu, ao 
evil Wizard, who steals the treas- 
ure and populates the village with 
his eldritch minions. 

Enter Kamov, stage left. With 
the ability to breathe fine he's the 
only one able to save the world 
from enslavement; but first he 
requires nine pieces of a lost map 
to guide him to the goal. These are 
gathered automatically on com- 
pletion of each multitoaded level; 
when the map Is pieced together 
the dark wizard himself is defeated 
for victory. 

The landscapes are composed 
of rocky outcrops, tunnels and 
buildings, each level containing 
different routes to Its end. These 
are guarded by a variety of 
monsters, ranging from scimitar- 
wielding foot soldiers to fire-spit- 
ting; columns, all of which are 
despatched with sufficient fire- 
power. 

Items collected endow the 
strongman with special abilities, 
some only accessible with the aid 
of a ladder, Single letter 1 K's are 
found dotted around the land- 
scape, 50 of which reward the 
player with an extra life to add to 



P 58390 TOP 58390 




The only things saving this from a total slamming 
are its gameplay elements; the wide range of 
weapons available and enemies to bash coupled 
with the ability to take different routes through the 
landscapes. The rest is utterly drre. Presentation is 
poor no title screen, long delays between deaths and an awk- 
ward control method, with the muttiload just rubbing salt in the 
wound. If you thought that was bad, wait until you see the 
graphics in motion —the scrolling Is limited, sluggardly and jerky, 
and the collision detection is appalling. More positively, you can 
shoot characters not yet on screen, at least providing some buf- 
fer against the unfair and unlucky odds weighted against you. If 
this had some appreciable sound and had been as graphically 
appealing as Ghosts n' Goblins, It would be brilliant ft's not 



the initial five. Apples give the 
player extra firepower, endowing 
him with multiple bullet sprays. 
The remaining nine objects are 


it's a thankfully rare occurrence to see a program 
ineptly executed on a machine ft T s well suited to. 
Note the launch date of Kamov in your diary then, 
because this is one such game. Considering the 
ease with which a prog rammer can achieve smooth 
scrolling on the Commodore, it's criminal that the people respon- 
sible for this release felt It good enough to let the sprites and 
scenery shudder about like a heart disease sufferer who's had a 
joy buzzer fitted instead of a pacemaker. Collision detection is 
hopelessly inaccurate, death being prompted by any hostile 
within a character square of the bouncy Cossack, and the deci- 
sion to use high-res single colour mode is highly dubious 
because colours end up clashing loft, right and centre. In fact, 
this, end toe reduced screen format make it looks suspiciously 
like the Spectrum version has been transferred directly across 
via some kind of Interpreter program, which is slowing the gsme 
down to concussed tortoise speed. There was a good gsme in 
there somewhere but Ws been drugged into a shambling stupor 
by inept execution. 


Cryptic clue no. 27ft: that ladder wifi help you to aapirtf lo 3 
better weapon . . . 


icons which are collected tor use 
later in the game: they appear in 
windows at the bottom of the 
screen, the currently active icon 
highlighted. Boots double Kar- 
cev' s jump ing power and help h im 
run faster; bombs are used against 
monsters and obstacles, but blow 
the strongman up if he stands too 
close. Ladders are useful for 
accessing obstacles normally out 
of reach or for scaling precipitous 
landscapes; boomerangs act as a 
re-usable super-weapon and 
flames give Kamov superior fire- 
power for a limited time. 

The last four icons are made 
available only at the appropriate 
time; wings endow Kamov with 
flying abilities, a swimming helmet 
allows him to swim faster, the 
mask of perception renders previ- 
ously invisible icons visible and a 
trolley is used for downhill travel, 
killing all monsters in its path. 



1 had the shock of 
LA my life when this 

■ loaded -a 32-coH 

■ umn Spectrum 

screen, complete 
wfth garish colours and horri- 
ble attributes glared at me. 
When I started played 1 had an 
even bigger shock - Electric 
Dreams have ported across 
the Spectrum version of Kar- 
nov lock, stock and barrel. The 
game plays at a stupidly slow 
pace, and Kamov Is Incredibly 
sluggish to respond to the 
joystick. Worse still is the 
'scrolling 1 , Apart from It being 
amazingly alow, It's also jud- 
dery and the action sometimes 
stops when the screen moves 
- now there's something I 
haven't seen since 19023 The 
graphics are exactly the seme 
as the Spectrum, complete 
wfth colour clash - can you 
believe that? Just to add that 
extra touch of finality, the 
Sound is also just like a Spec- 
trum - the weak tunes and 
flatulent effects do nothing to 
add to the atmosphere. Ail this 
could be partially forgiven if 
toe gameptay was any good, 
but unfortunately the speed of 
the action ruins any enjoy- 
ment, and instead the game is 
almost instantly frustrating. 
Ropey collision detection and 
hopelessly long pauses betw- 
een lives only hammer home 
these Inadequacies, The 
ghastly multi load is toe final 
nail in the coffin, with the cas- 
sette version taking an age to 
load the next level Kamov is a 
great disappointment, and I 
hope Electric Dreams don’t 
continue to port over Spec- 
trum conversions and fob 
them off as Commodore 
games. 




PRESENTATION 28% 

Poor control method, no title 
screen, slow multiload and 
annoy In g delay between deaths , 

GRAPHICS 14% 

A horrid mish-mash of garish 
backdrops and sprites are com- 
plemented by slow and very 
jerky scrolling and a good dose 
of colour clash 

SOUND 9% 

Chronically simple spot effects, 

HOOKABILITY 11% 

The difficulty induced by the 
Slow action and poor graphics is 
an immediate repellent, 

LAST ABILITY 14% 

If you ignore all its faults, there 
are nine levels of play ahead. 

OVERALL 13% 

A great idea let down by appal- 
ling movement,. abysmal sound 
and unfriendly presentation. 






Kevin Toms, inventor of the wo 
football game *tys ( "If beats , 


The computer panel says **We were 
looking far improvements an 
foothaii Manager to be assured 
of a good game. We were 
surprised - it’s outstanding l j 
it's gold class!*? I 


CBM 6* 128 Cause! 
CBM 64/12B Disk 
Spectrum Cassette 
S pa Citiu m +3 Disk 


r ‘Football Manager 2 
is not just an 
improvement on 
Football Manager - 
it f s the next 
generation! 


'Addictive- pin U & division ofi- 
W»rti Uiiuie Coppoiilieh pic, 

UnJil I, Iilid Roid,, 

Enilisid, 

MiddlMes EN1 IS] 


Street Dale ; All formats f une I 7 th 




INTERNATIONAL SOCCER 


CRL f £9.95 cass, £14.95 disk, joystick only 


F irst released on cartridge in 
1983 by Commodore. CRL 
have now made International 
Soccer available on cassette and 
disk. Adopting a grandstand view 
of the action, the game incorpo- 
rates many of soccer’s rules and 
tactics. 

Before the action begins one or 
two-player mode is chosen;. opting 
for the former allows one of nine 



Even though 
Matchday II fs 
graphically bet- 
ter, more Intel II- 
gent and more 
wide ranging, this stilt offers 
greater playability. Its bad 
points are only minor: the 
computer's selection of who's 
the nearest player to the half is 
sometimes annoyingly arbi- 
trary, and the goalkeepers 
aren't up to much (but at least 
they provide plenty of humour 
when they dive in the apposite 
direction to the ball}. The 
graphics are blocky and the 
scrolling slightly jerky, but the 
player movement is surpris- 
ingly nifty, and some fairly 
complex moves can be strung 
together. You need a bit of 
practice to get properly co- 
ordinated, but it’s worth it just 
to experience the satisfaction 
of tubbing the computer on 
level nine. It's not brilliant, but 
tt T s still the fastest footballing 
simulation on the 64. 


computer skill levels to be 
selected: the first plays like a 
dummy, but the ninth passes to 
pixel perfection, in addition, one of 
five different coloured strips is 
available for both players. 

A match is played on a two-way 
horizontally scrolling pitch 
approximately three screens wide. 
The two halves are 200 seconds 
long, at the end of which the win- 
ning side is presented with a cup; 
if the result is a draw, neither side 


is awarded the trophy. 

Seven players make up each 
team, including the goalkeeper, 
who is controlled with the fire but- 
ton and automatically jumps in the 
direction the ball is kicked. One 
player is controlled by joystick at 
any given time, with eight- way 
movement possible according to 
the direction he is pushed. This 
player in possession turns to a 
lighter shade of his team's colour 
for easy recognition and moves at 


a slower rate than the surrounding 
playens. 

The Opposition player (usually) 
nearest to the ball also turns a 
lighter shade; the other players on 
both teams run in patterns in their 
appropriate zones, related to the 
ball’s movement. Tackling is car- 
ried out simply by running into 
another player (no fouls are 
awarded). 

Pressing the fire button kicks 
the ball; additionally a footballer 
heads the ball if it's at the correct 
height. If the ball goes out of play, 
the computer selects a player to 
take a throw In, goal kick or comer 
kick, and the fire button continues 
the action. 




Matchday II may be far more complex and much bet- 
ter looking, but whan it comes to speed and playa- 
bility, International Soccer is tops. First impressions 
ere off putting since the footballers are very blocky 
and the sound is rubbish. However, when the whis- 
tle blows you soon forget about those deficiencies and really get 
into the action. Control is surprisingly crisp, and It's easy to put 
together some neat moves. The gam* iant without its flaws, like 
the computer giving goals when a shot is clearly over the bar and 
the occasional odd player selection, but on the whole Internat- 
ional Soccer provides a fast, challenging and thoroughly enjoy- 
able football simulation that shouldn't be missed. 


They may look blocky and bland, but you should sea thorn race 
up the perk! 




Pm pleased to 
see this seminal 
soccer game 
make Its return to 
the software 
shelves. Four and a half years 
ego it impressed me and if s 
arguably one of the minor 
classics of Commodore com- 
puter gaming. Still, time waits 
for no sports aim, and whet 
was masterful back then is 
starting to look slightly clumsy 
now. The player sprites are 
chunky, the goal detection 
routine lets in shots going over 
the cross-bar, and the player 
select is not without its faults. 
In spite of all this, though Inter- 
national Soccer remains a 
remarkably playable game, its 
nine skill levels and two- player 
option bringing hours of foot- 
balling fun. W may lack the 
sophistication of something 
like Match Day II but it plays 
quite a bit faster and is much 
easier to get into. It’s just a pity 
it isn't cheaper. 


PRESENTATION 90% 

Multi pie computer skill levels, 
five choices of strip, demonstra- 
tion mode, one or two -player 
games, sensible game lengths 
and a reasonable control 
method all contribute to the 
polished effect. 

GRAPHICS 40% 

Blocky sprites and simple back- 
drops are rescued by the fast 
movement of both. 

SOUND 18% 

Very basic whistles and bounc- 
ing ball noises. 

H0OKABILITY 85% 

If you're not discouraged by the 
graphical presentation, there's a 
lot of fun to be had from the rapid 
action. 

INSTABILITY 92% 

Mine computer skill levels and a 
two- player opt ion mean that you 
can pici it up any time. 

OVERALL 86% 

Despite a few minor faults, it's 
still the quickest and most play- 
able football game on the 64, 
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k pmc that lakes lanlasy rote 
Paving, f>jie Step Furl her , You wilt 
eipcrie QCC all the action ii you do 
reaJ buttle with youf opponents, 
!'o prose ywiISCU worthy ol 
becaminj chid wizard you iHd\l 
do combat wilh horrific monsters 
■md cleverly outwit devious 
wizard) with joursptlls collected 
through lime. 

Wi IDCM the superb graphics that 


VENTURE INTO THE MYSTICAL MEDIEVAL DARK AGES IN 


tH vet Wizard Wan apart from other 
strateju- games and view through 
a circular screen that diminish*) 
a* your health weakens and makes 
ynurKuat harder to achieve. 

Sec tile effect 111 four spells Hi 
lb*J hurtle across the scree e in 
W izard W'an combining fast 
moving action with depth oi 
gameplav in a bn* fantasy rale playing 
6*«iw that's « real strategical challenge 









£cre«r> ihof in»n S(FJrOriilti venlort, 


QJM4S4/1 2S £9.99c £l4.99ri 
SpKfrym £7.99i -+3 £12.99d 
7 ^ Am&trad £9.99t-£l4,99d 
MSX £7,99t 
Atari ST £\BMd 


CBM 64 / 4^8 £ 9 . 99 i-£ 14 . 99 d 
Spectrum £ 7 . 99 t -+3 £t 2 . 99 d 
Amstrad £ 9 * 99 t-£t 4 , 99 d 


Don 7 miss these 4 great new 
releases from the creators 
of the most original and 
exciting games of alt time . 

CBM'fi Anm £ 9 . 99 r-£ 14 . 99 d 
Spectrum £ 7 . 99 i *h 3 £ 12 . 99 d 
Amstrad £ 9 . 99 t-£ 14 . 99 d 
Amiga £ 24 * 99 d 
Atari ST £ 19 . 99 d 


Become a warrior of the furl lire with Blood 
Brothers of a warrior of the past in 
Hercules, Slayer of the Damned- Enter the 
k crazy world of the Pink Panther or 
\ enjoy two different games in one with 
J Skate Crazy - the "Car Park Challenge* 
r and the "Championship Course," 


CBM 64 / 1 2 S £ 9 . 99 t-£ 14 , 99 d 
Spectrum £ 7 * 99 t -+3 £t 2 + 99 d 

Amstiad-£9 , 99* - £1 4 *99d 
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All mail order enquiries taifGremlm Graphics Software Lid,, Alpha Hume, 10 Carver Slreet, Sheffield St 4F5 
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MicroPros? are very well known (o Commodore owners; their long and 
distinguished pedigree includes Silent Service, Gunshtpmi the Gold Medal winner 
Project Stealth Fighter. ZZAP! visited their UK headquarters for some inside 

information. 


I n the summer oi } 4 BJ . Sid Meier, systems 
analyst, and Ball Bn '.j ley. US Air Force 
At ademy graduate, mol al n company 
meeting in the MGM C irand hole! in Las Vegas 
As they both had .1 keen intim-si in flying, (ho IWO 
hil it u tl a n d were soon < hallengi ng ea* h t tfher in 
aerial combat on a video game called [he Red 
Baron: the former fighter-pilot Iosif The same 
Red baron mat him j now sits in n corner of (heir 
Produt 1 Development department in Hunt 
Valley . Maryland: a present from the employees 
io (he two to* founders of MicroPro se I nr 
From their early friendship, a huge 
lelemalional t ornpnny has grown there are 
Mir roFVose offices in England, France and Japan 
plus a newly-opened site in Germany. The UK 
sector is directed from the Tnthury offices in 
( Jock estershire Nestirngin I he centre of this 
historic market town, MicroProse UK looks 
deride -rily out of place ; a red banner of foot- high 
letters across the large glass frontage emphasises 
the contrast. 

Bn addition Tra UK operations, 40% of their 
world wide transactions arc controlled from 


1 1 f rt i In ? site i nc <ui I os a p la yl esltr ng set ii cj n r a 
l omprehensive computer- controlled telesales 
department and a in, 00(1 square kx.it 
warehouse to hack wp (heir distribution service 
•a inch shifted over a million units Us s year 
Although they are the heads of a large 
international company , Bill Sfealey .inri Sirf 
Me ier -.till pla y imj ion an 1 roles in the pi od ui f Ion 
of ear h Micro Prose game. Both are heavily 
Involved in design and even play testing Bill 
hold'' ,1 product development meeting three 
1«mes ,1 Week and plays their games tor around 
twp hours every' night. Si's not unknown for him 
to c ancel a projet t il he dm 1 '' not feel ihai i>( ts up 
to their usual standards; only a lew months ago, 
a spate ff.idin g/combat simulator was canned 
after two years' development work and a limited 
advertising , ampaign in Amerkai 

Although the majority of (heir produt ts are 
developed in America, Micro Prose have 
embarked on an extensive expansion 
programme in Europe. They distribute (he 
Sunconq range of joy si i< ks and have recently 
joined forces with Origin Systems In order to 


► Two of MtcroProse's in-house art 
department, displaying the latest 
artwork for Red Storm Rising 


► iMicroProseUK Tetbury 


pitch; 


"Silent Service deals 
with attacks on 
Japanese shipping, 
yet this simulation is 
one of our biggest 
exports to Japan." 
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44 Gunship cost fou 
million dollars and 
took over 1 7 man 
years to 
develop , . . " 


market their entire range or fantasy and role- 
playing software in Europe, including the Ultimo 
series. The American Libel Cos mi is also no come 
under the Micro Prose banner, and while 
Micro Prose will continue to distribute new 
American software, they are also looking tor 
quality Japanese produi h lo sell 
The American set lion has recently taken on 
t hi ' sery ic.es of Gene li pm an I he fo u ri ding 
President of Atari - w ho has str on g coin -op lin ks. 
Gene is the Vice-President of special projects* 
and it is rumoured within the industry tnatthi* is 
the first step on the road to coin-op production., 
They art 1 also continuing researc Si into CD- 
Rf >M 

1 , 000 , 000 + 

I lie su( i ess of Microprose products - over one 
million multi-formal copies of FJJ Strike Eagle 
ha vr been Mild worldwide- i soften attributed lo 
the high quality of their games and pat kaging 
But criticisms are also levelled at the 
at company mg pric v Stewart Hell, managing 
direr tor of the UK. operation, justifies (he c osi 
with some heavy statistic 'Gunship cost lour 
million dollars and took over 1 7 man years in 
develop (the end product was at leully one-and 
a-half years lattb, The tmai packaging and 


T2fS fighter plane! 

With such an expensive initial outlay, how do 
they i umbat piracy? r We rely on (he pac kaging 
and the large annum of dot umpntation to pus 
off prospective software pirates; no-one wants 
to photocopy a I Stl-page booklet I We present 
early versions of programs from getting out by 
i mating the individual < omponents or (he game 
separately . All the components of ear i i game are 
then pul together (usi before the lasr mastering 
iteiorc duplication. This way im \ ompfele 
game ran hit the streets before sales. However, 
the amount of piracy in certain countries has 
limited distribution Italy and Spain are simply 
not worth exporting to ' 

Further critique involves the militaristic and 
often jingoittii tone associated with Mit m Prose 
games. This is dismissed with equal verve: 

'We re all young boys at heart Everyone wants 
to fly and the realism afforded by (he combat 
s s ' enarios only helps to heighten the exs itE j ment : 
if tl i f s i mu la r ion svas bor i ng yo u si mply wo u I rtn ' i 
buy fI . 


► One or two of the Microprose games 
stored in their 20,000 sq ft warehouse 


dot i j mentation is or .i very high quality and Is 
always well restart hed 

'Many 1 < unpames release a prnditf i arid then 
forget about it, Microprose's produti 
development is a constantly ongoing process 
whit h lasts between one and two years FYo/ec f 
Stealth fighter js currently in it - 1 igtiih version, 
utilising, faster algorithms and improved 
gameplay while the latest version of the ( TtM M 
Pirdtes! has animated pit lures. 

The extensive nr hr tit al support offered to 
c u stumers fe a I so covered by the cost, CfJMomef 
-ervii e ban important aspect of Mil roBmF.es 
business, once a produc i is finished, a full bar k- 
up servic e is available to t ustomers who can 
phone nur helpline al any time to ask for 
information regarding play and equipment. 

' MicroProse also award certificates ro high 
scorers on their games. Winners of the 
Congressional Medal of honour on Gurrahip arc 
lo be presented with a certificate,, signed by bill, 
and treated lo a party as well as a fright in Bill's 


+1! lost a lot (if friends in Vietnam and he is 
t areful not to glorify death in our products 
When you lose a highly decorated pilot in 
G unship, the loss you feel is real, the exponent e 
reaches you a bom life- and about yourself. 

Aft hough w e do take the Americ a n v k? wpor nt 
of freedom and liberty, it is important to stress 
that each program is simply a simulation whir h 
allows the player to see how he would fare in 
actual events which have, and still are taking 
place In n I . (here's a strange irony m the 
approach lo nor products: Silent Service deals 
with the attack ul Amertr an submarines on 
japanexe shipping, yet ihrs same simulation is 
one of nur biggest exports to japan, 

' And to be fair, we do cover both sides of the 
coin ■ uur air traffic control program (CBM Mf 
puts the player in the position of saving lives 
rather than the contrary. ' 

We would have spoken to 'Wild Bill Slealey 
about Jbe matter - but he was at rhe 
Penlagon 
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COMPUTER REPAIR CENTRE 
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YOUR MICRO DESERVES THE BEST . . . 

When your home or bustness micro costs several hundreds of pounds, it deserves the finest repair facilities in Europe 
(well, probably!). And the finest prices - £5 off trade rates for a limited period only. + How? At Verran we use our own 
range of advanced automatic test equipment (now sold worldwide), backed by stringent 2-8 hour soak-rack testing. 
That means speed, ultra-low prices and, most important, guaranteed reliability. For the first three months well repair 
any fault free. For the next three, at half these quoted prices. ★ It's the finest service available. 

★ Currently we handle over 3500 products on average every day. Providing services for such leading companies as 
Amstrad pic, Commodore Business Machines, Sinclair Research, Rank Xerox, Dixons, Currys, Boots, W H Smiths. John 
Menzies and many more. * Join them and take up our special offer now. 


Recommended and Approved by 


ACORN 


AMSTRAD 


ATARI 


COMMODORE 


SINCLAIR 


. . . AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!! 


★With over £500,000 worth of spares In 
stock, we can meet many of your specialised 
requirements. We’ve listed a few examples 
and for anything not displayed just call u& 
and we’ll quote Immediately inclusive of first 
class post. 

SPECTRUM SPARES 

zeocpu 2 so 

ULA6001 7.00 

Power Supply 6 50 

ROM 7 oo 

411 a RAMS 75 

ZT 5(660 AQ 

ZTX213 4Q 

Keyboard Membrane 

Spectrum 3 .Q 0 


Spectrum Plus 
OL 

Meiai Templates 

COMMODORE SPARES 

6510 Processor 
6525 CIA 
6581 Ski Chip 
901225 Graphic ROM 
901226 Basic ROM 
901 227 Kemal ROM 
9061 14 House Keeper 
6569-VIC 

4164 RAMS- Memory 
Power Supplies 
C64 


6 00 

9.00 

3.00 


12 00 
12.00 

15.00 

10.00 
10.00 
15.00 
10-00 
1600 

1.50 

19.50 


CIS 
Plus 4 


15.00 
15.00 

All IN? abti'rt? prices include VAT bul please enclose a 
further C I 50 po&1 and pacing Wi all dQimpcrtenis ardefg. 
All payment n pound slewing. 

HOW TO CONTACT US 

*For quotes on computers not listed or an 

any component, telephone 027$ 66266. 

< Quoting ZAp/078), 

*To send us your micro tor repair, mail it 
securely packed, accompanied by cheque, 
postal order i mao e out to Verran Micro 
Maintenance Limited) qr quote your Access 
or Barela year d number. And to obtain your 
Special discount quote ZAP/076 . 




’erran 


Verran Micro Maintenance Limited. Unit 2H & 2J Albany Park. Fnmley 
Road. Carnberley, Surrey GU15 2 PI Telephone 0276 66266 




ONLY FROM SILICA 

Fmiirr, Ihpi* i i ptfioAil Ctwlptilta lhal nDi fltily lotrsa prot^nn llfei atfw qoMvtftn, hri liM UtrfiM 
«M prMiiwn Ihil r,m*f rwcmri Atfardabirty Sirica £n-.ip *r« p.«|M!r ra jr* 

S! rang* ol pnonal/bukkutid liarti A(Wl. The ST «ni dawgnad ulllij.n^ tha m«l racani 

trodP-hmuflra In aamkondLCW lKHlf$lqgy, pfedudfifl a pari&nal conipjlar that jnnlonrii liiu *ilh 
parta. Whfch moans It cab las In w#M. And l*U hi buy. T># UM ST compulari now wclbdo 
frjill i— i frtm*, mppIlMikliiltiuiq in eJuH dares. Tn» TCtfi [spiraling ir* 1 *™ §*<J GC» Hi^l* BT-vIrarmonl 
frt fii>« on ROM Cfnf* wihrn it* almaiJy kwUUM In lb* St kjy board. This juMnaf* Wialinl 

bapting whan r nu No^l Ofl.SaiCi Stim its ph Jib i 1 u olf* 1 Ihn compliii AimS-T nn$« Out ffliU eftdir 
b*p»nc-*,'il is i n.Aica in SJdCup *-■>(! wt hiyn I retail uullcti it SWcuplLImi Hauit- | Tolwnmn l>hifl Ftpji 
auk: Sol’'-dgB« (Cutford EimplJ Wa 'n** tl^Hil' r hflr>. toparknGe crl Alarl proftjcla, tongor imn my oit*r 
US temjWHf, and ne •ffl.**i'iaiyjihad ■■ L-m UtT* N{H Ai«n i^||f7 i Blimp LumtwarpliirtrfS 

f» nyl 1 ir '} n ftttwf' 04 « atill wn ahar you nnbaaubl* WiviM »nd *trt.pon Wr p&fide uvonl 
tjii. - ii» will-, .'i you “ ii inti iiivrIu: Pin dumg your Alan computing Ilf* iml mrwi el ihew licllitioi are 
ivailabCt QNkY FffilJH JiLFCA lV* auggatl nit you mad ttinxigii «n.ii n hnu* m iHr*r balm* you 
menu *rwt m PMiduM yew *t*fl Sr. 

FREE STARTER KIT - Only From Silica 

wnofi yni purchAaa any Atari ST My&C*id. you wllTnot only twsalrt IN* lH«t rtkia hr rcmwy computar 
im ih* narnn, Bui you will mu nmn 1h* totlowlng fipan AW CorpedfllPl H pin bl IP* package 
• fUJffftaNii.woB CM p flASC MBci.W 'Sf-pwisKa (rfimuyt * rO&'OEU Of> QOV 
If you buy yr^.ir ST liwn ‘'.ilifi* SAop, ypu will aim raca>n 

' «Eri-,ir.-cvT« SaiiitJ^ - ■upJeMfi'jjrap.'i.iti pMffrmri * fif kVotri - BUrtf ftocaw 
In Kidman, wr at 5-*o* aoulc hi* lo ■«« you OlT fp | 'lying uatl Wtin youi naw campu'or to wp hav# 
pul lOgalhK a ap#:,jS ITT STAfcTEB *|T wnrtli gwar Etna, whsc*l w* «fi nlvlnfl away fflfE OF OUUTOE 
w»l h*iy ST bMipuhr pixthawd <1 au* odtiuI ralail prkj** Tta| M ft itolAlM* OKLf ntOM *tuCA 
■np ii alnud il pto^lug uwii *Hh a valuabf* nl’trfiiHon to Uta MrarU) al wn puling Hh Alt ccmpniMihr 
upgradirig mi ST Surllf Kil whicNyoniainB public domain tout ollw iicamod toliMtaia. ttw«n aiiwbbt 
machinal and ■K.-Mtnala* ■ ‘ nltvini Its ST cCAtiHAliq Ratuiih Iba ajupen bolcw hr iulf dtlnln 

DEDICATED SER VICING - Only Frum Silica 

*1 Slltei Shat, <*m flirt a Sodicaltd MtvUii dapulmpnl of i*v*a bull lidw fb-n bninad tKtmwrt alatt 
TTlii town if II nally MmJ ralod to ianriofng; AEait tsotavular producb Thpll ■4Cu*iula«M jtnowiBdaa, sNIII 
and isptnipiiga mnknt friiffl iocomi lo naiio in. Ih*n Held Ttxt can b* iun 1NH *ny wi.yt ctifM out by 
Iha-m la (id Dm hijh*it n»nd*n,i A aUA£*d Of atrriema which tm balum you will find 0»V» FROM 
S4UCA In nodlLdn. in pr^ld«i^ MH HTidii^a TitJlItliat hr Alan ST comautKi |amh In and «HI Of 
wirrantyi ourftim iLiiboalri*1oolT*riTiKin» inp madiiiaidF upufiims la ST ccunpulan 
1Mb RAM UPGflAOt Ovr upgrade 0*1 Chi ilindaill Aun iMST-M or SMST-FU ipytioa/U will 
mcrcaan in# rtimory from 5 UK to ■ nuauwa ti»fK tl n« ■ lutt t you 1 warranty ana la wri J labia from 
S' '<#*1 an OddiynnaJ ratiri pncool only EB6.bG (Jr VAT « £*GC} 

TV MODULATOR UPORADt: Sllirj can ii(it|ri(H rt™ IWOST-F is hclifda ■ TV moduBTor id 
1AM yOA.' t on ii»n uta If wilh ym» TV a#t. 1 Mi la #n inbatrul upgrulo ant) *»i fttA rnrtiwi any utdkiy 
•ald’ntl bdaaa A rtb<* CO Odimocf your ST Ea any domnilic nr ii Iik .it!#d lo (hy pyida gf ipio upSEOda 
when ii only £db Imp VAT'i Till utpurniH • alao a . a> j ::la for aady 5S136T comonMm f I sn# aarna prie* 

THE FULL STOCK RANGE - Only From Silica 

*Ve*tm DP K«p ilDcki ol all Atari raliiod prodOCtl and stir whrthihrf* banM a atock nf mar E'-j million 
iV« Impott many acltwira llbaa OIpdcI Iraan end USA *flEt you w»fl hid llrtl wb fwt new rainiini in 
Mvihba ol inaPy Of Our compolitan L nlika tkalfn arts may Wily alrjoV taMtlad Hllm. m hava l^ha Tull 
'*••4* l*i i*l'’mr. »[ ca*ry • csmpiAa tmool an nooki whaiji nay* paa<l wflnah about Ilia Alan ST h 
ranga if wig* « wi I* lonwrniH) ydu will bmt ■ ayatula DWLT FROM SIL3QA 

AFTER SALES SUPPORT Oni fy From Silica 

Anal aapurad Jtiaf artian you buy your ST Rom Ijii.ca, 3fiBp, yCu will b« liaby Kjpporrtd Our Iraa mirtuitu 
girt HaVri. Of faleSaoi and ?mhp«Kib ihi will haiplo t*tm you up bQ *HI wnhytowHyltwarn naluMa 
« wall M wbai'l napfWh'"g in tha Alan marhaL And In andlt*?n. out ,ul' fm at lha and pf a 
filapnaaii lint Is MbVlCF III Si ySttf Aim mdL4i#mar.Ti. If you purcliiaa anST lngneSr-tt* and would Ilka 
any kachnical <chic« ■* nams a lull ilnia raennheay auppori innr la h ■ a y eu pal tha b«i Mom youf 
coirpubii Snenudw wa luva bnlb itm b|iH aod tha *y*u?i- . aptcdlcally aaz CAlad to prauidlftg anar m « 
aan™ on Aiiri ST :ampuian, wa «* opotUJaol fhwf Cntf itrtrt whjdr ap. aacapilDnalty high lairt tfl 
auopdd Tula can tw racatod onlt rnota hilhza 

FREE CATALOGUES Only From Silica 

A1 T.i-ca Shop, mm twoijniM IhAI t-proui um roouira an at dapih IntormaUin i*ryl|», which H vrhy wn 
.■nail iraa .-n-ilantin and pr<# li*i* » sut 9T Ownan Tfwaa ara up it? 41 pagaa long aruj aiwr.iamin#d 
wtm bchnlcal calaila at wan aa pt#ci*l Qdara #hlf vKMfiKf daKiwbona If ymr haia airaady purghaaad an 
ST and wnutd III# lo han your Kama iddad h) tjtjr nuillng li*i. plain compiala tlia coupan 4 raf urn H tn 
ua TNt InHonnadlph »nnc« Ii avadabb ONLT FROM ULlEA 

FREE OVERNIGHT DELIVERY - From Silica 

Host yon or# pro04ta#d fhriiugk Pur compolnr wILhln it hain at recetiiog ih#m Uo*r nardwira 
□tdari ara pail oy ih* onnught QftOUP a tawrt aanica fBE£ Of CMAft&S ip cuaiamar* within 
UK fh,! maihcd ftaipa r.i anaun pilftiniiimdnliy it'd ififciimoiti pnatactian 

PRICE MATCH - Only From Silica 

tim hope ihtl t hr -com hi nail an of pur Law prhaa. FHES LfK owiiiwry FRf B Slartar Kit and FREE 

Aftr- t*i*a luppert wit ba ant»nh h maka you buy yoyr Atm anutmrwnl rnom SHiOt BMfl. fl fv™Yar. 
Bm M wnvyilung yes wlih hi pitrclUai, and you Paid ana a f ptir campanlion olhtL'ifl 4 ir » towar prs* 
itieri piwui ccmud ;.w Ifi# OepP'l/ttanl. 'proyidtng lb with opr ccmcwntur'i n*m*. adniatf and 
talaptoftw nun bar il our canipatlier Itai Uhl yeMn In alack, w* w.l) mnrulty much Ch* ptlir (no a 'uy* 
ciicMhaH ■ sama pne# bun| amf icJI priiifldw you *l|h *ui- ourtnit Iraa daiivary Wn rwallw Ihat w* an npi 
r’m Only Company »!io anil matcti inpnigatfliu'ipriM IfyOu wffta ta iri tar 1 prtco milch you 

WIN alia frt anlulafl is Pur attar uM. larvica, Inc Hi ding Iraa niadJaatKl and BachHisb wpport Tula 
“W 01IF prt» JTiltCb portiiaa nalfrt apwotai aomatfrlng you mil ifeawa 0M.T FbOH *«JCA Urn flwi 
jrant pou ta go anywnaiw alia hr ybwr Alirl prodneb. Sfiahiwi it Silica, tna LlKa KOI Aitti Sfl«*«liirt 

[SIDCUP [& Mail Order) 0f-30& lllTI 

J-4 The Mews^ Hatb&rtey Road, Sidcup, Kent, 0A14 4 DX 

LONDON , 01-580 4839 

Lion House list floor}, 227 Tottenham Court fid, London, W1POHX 

LONDON 01-620 1234 ext 3914 

Setfridgss r ( fst Hoar}. Oxford Street, London, WlA iAB 


+VAT =£299 

SO MUCH FOR SO LITTLE 

Tlrere is fucthlnfl (hal capi cornpare with the incredible value for mooey offared by Alarra 
530ST-FM For only £260 (+VAT*£2^), ycnj cen purchase a powerlu) S12K RAM computer, 
with a Sfi key keyboard (including numeric keypad), MiDl interface, GEM. a patella ol Si 2 
Solemn, mouse controller, and a 512K built-in diek dnve. The 520ST-FM has b TV modulator 
buihHn. and comes with b lead to aJIow you lo plug it straight into any domestic colour 
television set The mains transformer is also built-in to the keyboard, so there ere no messy 
external boxes. You couldn't wish tor a more compact, powerful and stylish unit Atari ST 
computers are o&w firmly esleblished in the UK, there are nearly 500 software tithes already 
available lor a wide variety of application® and The list is growing air the lime. And that's not 
afl. When you buy your new S205T-FM (or any Alarl ST computer) from Silica Shop, you wilt 
get a iol more, Including a FREE Silica ST Sfaiier Kit worth over £.100 Reed the ONL Y FROM 
SILICA seel ion on the left, to see why you should buy your new high power, low price S2DST- 
FM from Silica Shop, the UK's Not Atari Specialists For further details Of the range of Alarl 
ST computers and the FREE Silica ST Siarter Kit, complete and return the reply coupon below 

ATARI 520ST FM NOW ONLY £260 <+VAT=£299) 

520ST-FW with 5tK JUU A mn* twite (inc VAT) Upgrtdi from 913K HAM lo 1024K RAM £100 (me VAi 


ATARI KMOST-F - NEW PRICE 

W® ara pmaaed ta ajinfrjnz# a nqw nwItieM) pri« jJOlril OH Etta 
XHOSl'F Winch 11 now ArtilWbta loi* Only HBO line VAT| Tb# 
10*Dta a (mwortm compular tnh 'Mh nl RAM *mj nlag mclijM 
a hi. .If ir 1M« rfovUla »KM 3V Uikk dfl™. TJ|® 1040 haa bean 
rtaa>ljr#d rus uK bualnaaa and {iratauihna B(ipl|c4!i4ni 
moat al wfncri ipqnira a h.gn r»io'i,.i|an moflUWiturria Or calhur 
mOfiilOT. II Abi I' -rfrlura Imo an RT .medufativ tor i>» 
wllh a Oomecllc TV aat Urdulai rre e*n Ita tltwo 1w £tfi flii* VAT> 
(SHftET FKft PLMJir Mr.urUnW (IHi'w Ka rl 

aWiE7 f iwyKBn) - rtv *m Surry uto uon,.r unafwcvart 

II y£hi siUila lib ■ fLriKwr dw.illi uf H-* i. hoS-M . mlum lha coupon Imo* 

MEGA STs NOW IN STOCK 

Ffff hn# i-fnr whg roqialrH *rtr. imwH RAM tMn IfW sse Or 1040 
STl Dfiar tha rmw MEGA ST compLlpri arn raw *■.» Inr.l.. 
Thara ar# two MEGA St '1, Oft# Wllh IMh Ol RAM And lha OOlar 
with t rniM.-rt 4MI; 6u>lh now oOrni^utara ara funy CDirpiinilp 
wilh ehialing ST'i and njn c^mnlly a j.i lor.lp St tofiwaie THe 
MFljA ST> >...* HyiAa H ■*! rrparKiabta DanLfal FrpOaiilng 
Unit with Opofi Orchilactu™ ant a iJaLaqKanl* linviujarrJ Thay 
ara i .oplinrl wrh OEM. 4 k« ihc-jsr COnlMtaf and .ill armu 
IR Willi lh*52CW 10*3. P'lcua aia aa fcK-swa. 
aurcA it me ^ttani r cptf raw,™- v« > ' 

MfairvMfl 

mkh <t«is kirtcan ■ cfu . f . rrjuhWk-win 

. '. 4 J r Jim 4^, M'J - Cf\.‘ - SUL'S raft i'jnt :•:* • ' 

M aw aouhl if,? kathai daiuli ir! in* MEQA IT a Mftrh a* u# r bn.™ 


ATARI 
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m To: Slice Shop Ltd. Depi ZAP64 , 14 The Mem, Katheiley Road, SKteup, Kent, DAM 40X ^ 

I PLEASE SEND ME FREE LIIERATURE ON THE ATARI ST | 


hr/Mre/Mi 

Address: 


lnlHel«c 


Surname: 


Postcode: 


Do you ilnady awn a eampuhr 
Il ae, which on* do you owriT 



Your small ads are reaching 
over 250,000 other readers 
in Britain and around the worldl 


Due to the overlap in publishing schedules, many small 
ads sent In for ZZAPi Issue 39 were too late for 
inclusion in this first classified page, although we 
waited until the very last moment! But don't worry, they 
are typeset and ready to go in ZZAPI 40. 


FOR SALE 

COMMODORE GAMES originals 
£3 each, £12 for five. CBM 64 
computer, data&ette, utility 
cartridges, a years' warranty £ 200 . 
1 541 disk drive, 50 blank disks., 
covers, £ 100 . MPSA03 printer, 
box printer paper £1 50, Phone 
Andy 0252 521005, 


1541G DISK DRIVE and £160 top 
quality disk software. Titles 
include; After Ego, G4C, Wargam $ 
Construction S&t, Barbarian. 14 
Non-commerial disks and manual, 
worth nearly £400, all games 
original £150 ono, Call Ceri (0705) 
733122 


CBM 64 for sale, recently 
serviced, two tape decks, toads of 


original games including Bubble 
Bobbie. ?20\ Combat School, 
WiZtoatt, California Games also 
Qulckshot i I joystick. All for £1 30 
ono. Phone 0344 779070. 


COMMODORE 64, 1541 disk 
drive, C2N, Final Cartridge III. 
Action Replay Mark Hi, joystick, 
latest original software, over 60 
disks, 100's of games. Worth over 
£ 2 , 000 . Quick sale, only £650 ono. 
Phone Peter on (0344) 483550. 


C64, 154 1 C disk dnye, datasette, 
Joystick, joyball, lockable disk box, 
Plank disks, books, around 150 
games and utilities on tape, disk 
and cartridge. £390 Phone (0727) 
25353, 


TRYBRIDGE SOFTWARE DISTRIBUTION 
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PImk «nd Cheq ut^Q/Aocett V(M Nd , a nd expi ry date Wr 
TRYBUJDOE LTD, 72 NORTH STREET, ROMFOHO, ESSEX mt 1 &A 
Ple-a-se Elsie make and model of computtF OTdenno 
PiP inc UK on ordtri over £5.00. Lesj thin fS.OO end Europe idd £1.00 per item 
Elsewhere plea** add £2.00 ptf rterti for airmail, TEL ORDERS: QTdf 765271 


COMMODORE 64 software for 
sale. Over 1 15 games, all popular 
titles, many recent. Tel: 
Northampton (0604) 767743 after 
7 pm, Ask for Mark. 


C64, 1 541C disk drive. Action 
Replay Mark III cartridge, over 600 
games and utilities on disk. Every 
ZZAPi 64 in binders. Best offer 
over £250. 16 Manor Drive, The 
Carrs, New biggin By The Sea, 
NorihfkM Phone 0670 654243. 


TroughtOri, 42 Browffeld Terrace, 
Si laden, W, Yorks, BD20 9PT. 


CBM 64, Datei sound sampler on 
disk. Includes all necessary 
hardware and software. Art 
amazing gadget for the amazing 
price of £30, Phone: 0602 724226 
after 4 pm and ask for Jason. 


FANZINES 

THE CHEAT MACHINE. Hints, 
tips, maps , cheats on 75 games for 
C64, Each issue £ 1 . issue 2 out 
June 1st. Issue 3 July 1 st, Order 
yours right away! Robert 


C64 GAMING MONTHLY 50 page 
Commodore 64 software review 
magazine, with free Software 
exchange club and f reel Game 
offers, Only 50p payable to S 
Johnson at 2 Pembroke 
Mansions, 16 Canfield Gardens, 
London, NW 6 3JX. 


SWAPLINE 

AMIGA/C64 contact RSJL 667 
High Road, Seven Kings, Ilford, 
Essex, IG3 SRQ, Tel: 01590 4214. 
To swap ideas, info and progs all 
over the world . Hurry up for God's 
sake. 


DISK USERS! Steve and Andy 
Poole, 1 Highland Grove, 
Cwmbran. Gwent, NP44 1BL 
would like to hear from you to 
swap games, demos, hints etc for 
the 64. We promise to reply to all 
letters. 


39 WORDS FOR ONLY £2.901 


Thousands of Commodore computer owners across the world read 
ZZAPI every month. The Reader Classifieds are your low-cost 
opportunity to reach them with a small ad, whether you want to buy, sell 
swap or advise. And if 5 simple - a one-off cost for up to 35 words for 
£2.50, Just fiH In the form below! 

details. 


CLASSIFIED HEADINGS 

ZZAP* Reader Classified Section is not open to trade or commercial 
advertisers, but Fanzines may use it. The headings are self -explanatory 
WANTED, FOR SALE, SWAPLI ME, USER GROU PS, PEN PALS, 

F ANZI RES and EVE NTS DIARY {for club/user group news, meetings or 
planned events). However, be careful about ZZAPi publishing dates with 


the last! 


HOW TO PLACE YOUR SMALL AO 

Cut out and send off the form, together with your payment of £2.50 per 
entry form (cheques or postal orders preferably, made payable to 
NEWSF1ELD LTD), Photocopies of the form are acceptable. 


The maximum is 35 words 

The service is not open to trade/commercial advertisers 

Small ads will be printed in the first available issue 

The editor reserves the right to refuse ads which do not comply with 

normal decent practice, or which could be interpreted as encouraging 

software piracy 


ZZAPI READER CLASSIFIEDS 


Send to ZZAPi READER CLASSIFIEDS, PO Bm i 0, Ludlow, Shropshire Sre 

Mama L , r , 1M1UL -_ j 

Address 


ioe 






PoSlCOdG 


| Tick Classified heading: 

| □Wanted LForSala USwiipJlne □PenPala [JUs** Groups UFanzmes 
| GEvwte Diwy [Jolisceflaraeus 
I Matt-iod erf p*vfn*fTt LJCbaqtie □PobM Order 


I 

| WWtfi your advertisement hftre.. era word per Do*, and mcluda nsme r adjjress and phgng 
J number if you went rhem pnnied. 







GAMES TOP 30 J 


1 (2) SHOOT’EMUP 

12 (9) KIKSTART II 

24 (23) GUNSHIP 

CONSTRUCTION KIT 

Mastertromc 

Microprose 

Outlaw 

13 (15) HUNTER'S MOON 

25 (17) DEFENDER OF 

2 (1) CALIFORNIA GAMES 

Thalamus 

THE CROWN 

Epyx 

14 (30) STRIKE FLEET 

Minrorsott 

3 (3) PLATOON 

Electronic Arls/Lucasdlm 

26 (-) MATCHDAY II 

Ocean 

15 (-) DRILLER 

Ocean 

4 (5) BUBBLE BOBBLE 

incentive 

27 (-) GAUNTLET II 

Firebird 

16 (28) ZYBEX 

us Gold 

5 (6) NEBULUS 

Zeppelin 

28 (-) ZYNAPS 

Newson 

17 (-) IKARI WARRIORS 

Haws on 

6 (7) BUGGY BOY 

Elite 

29 (-) TARGET RENEGADE 

Elite 

1 8(11) ARCADE CLASSICS 

Ocean 

T (8) INTERNATIONAL 

Firebird 

30(4 PAC-LAND 

KARATE + 

19 (12) WORLD GAMES 

Quicks Kva 

System 3 

Epyx 


8(19) PROJECT STEALTH 

20 (25) 4TH & INCHES 


FIGHTER 

US Gold 


Mlcnjpfose 

9 (-) CYBERNOID 

21 (14) WORLD CLASS 
LEADERBOARD 


Her* son 

US GgldMecess 


10 (10) WIZSALL 

22 (21) BATTLE VALLEY 


Ocean 

Rack-it 


11 (-) 10 

23(25) SKATE OR DIE 


Firebird 

Electronic Arts 



READERS’ 


JULY 


1988 


* * 



CHARTS 


I'MUSICTOPIOJ 


1 (1) DELTA 

Thalamus 

Main Theme - Rob Hubbard 

2 (3) BMX K1DZ 

Firebird 

Titte Tune - Rob H ubbard 

3 (2) ARCADE CLASSICS 

Firebird 

Main Theme — Rob Hubbard 

4 (5) SKATE OR DIE 

Electron c Arts 

Titfe Tune - Rob Hubbard 

5 (7) DRILLER 

Incentive 

Main Thame - Matt Gray 

6 (8) TETRIS 

Minroreoft 

Mam Theme - Hager 

7 (6) INTERNATIONAL KARATE + 

System 3 

Troe Tune - Rob Hubbard 

S (4) 5ANXION 

Thalamus 

Loading Music - Rob Hubbard 

9 (9) WIZBALL 

Ocean 

Main Thame - Martin Galway 

10(70; I BALL 

Fifedkd 

Main Theme - Rob Hubbard 


JcOIN-OP TOP 1 m 


^ VIDEO TOP 1 oj 

1 (7) ROXANNE 

2 (5) ALIENS 
3(-) PLATOON 

4 (-) NIGHTMARE ON ELM STREET III 

5 (6) THE FLY 

6 (4) BLADE RUNNER 
7(-) HAMBURGER HILL 
8 (-) WHEN THE WIND BLOWS 
8 (-) THUNDERBIRDS I 
10 (-) RAISING ARIZONA 


1 (1) BUBBLE BOBBLE 

Taito 

2 (2) BLASTEROIDS 

Atari 

3(3) R-TYPE 

Irem 

4 (5) AFTERBURNER 

Sega 

5(-) 720 r 

Atari 

6 (9) ROAD BLASTERS 

Alan 

7 (-) RASTAN 

Taito 

8 (4) SUPER HANG-ON 

Sega 

9(6) GALAGA88 

Names 

10(3; PAC-MANIA 

Atari 


NAME MY FAVOURITE PIECE 

ADDRESS OF 64 MUSIC IS: 


POSTCODE 

MY TOP FIVE GAMES 
ARE: 


MY FAVOURITE ARCADE 
GAME IS: 


MY FAVOURITE VIDEO 

IS: 


’ SEND TOZZAP! CHAHT3. Z2AP! TOWERS 

5- , PO fiOK 1C, LUDLOW. StHROPSHIfiS, &YIS 

1DB 


TOTAL BACKUP POWER 


No* ACTION REPLAY 


NOW EVEN MORE POWERFUL, MORE FRIENDLY AND WILL 




u * rt ft 

Action Replay works by taking a 'SAWPSHOT' of the 
program in memory so it doesn’t matter how the program 
was loaded - from tape or disk - at normal or turbo speed. 


WARP 25. THE WORLD’S FASTEST SERIAL DISK TURBO - NOW EVEN FASTER! LOADS 
200 BLOCKS W 6 SECONDS! 240 BLOCKS INJZ SECONDS! - that’s even faster than some parallel systems. Built into 

the cartridge no extra hardware or software required. Includes supercast, warpsave, scratch, lileeopy convert. Integrated with normal disk turbo 
lor super compatibility * auto detects warp or normal format so no special load commands are required. Turbo and Warp 25 speed are entirely 
independent of the cartridge with 5UFERBOQT. V 


SiifrtPLE "5 O USE: Just press the button and make a complete backup tape to disk, tape to tape, disc to Upe, disk to disk 
THE PROCESS IS AUTOMATIC - JUST GIVE THE BACKUP A NAME. 


TURBO RELOAD. All backups will reload al turbo speed, COMPLETELY INDEPENDENTLY OE THE CARTRIDGE 
SPRITE KILLER. Make yourself invincible. Disable sprite collisions - works with many 


programs. 


PRINTER DUMP Freeze any game and print out the screen. 
Eg. loading picture, high score screen etc. Works with most printers. 
MPS 001, 003, Star, Epson etc. Double size* 16 shades, 
reverse print option, Very versatile - 
no user knowledge required. 


PICTURE SAVE. Save any Hires 
multicolour screen to disk at the push 
of a button. Compatible with Blazing 
Paddles, Koala,. Artist 64, Image 
System etc, 

SPRITE MONITOR. Unique 

Sprite monitors allows you to freeze the 
action and view all the sprites, watch the 
sprite animation, save or delete any sprite. 

Load sprites from one game into another to 
make customised programs. 

POKES/CHEAT MODE. Press the button and enter those 
pokes for extra lives etc., then restart the program or make a backup. 

Ideal for custom games. 

MULTISTAGE TRANSFER, Even transfers multistage programs from tape to 
disk. The extra parts fast load a unique feature. Enhancement disk available for non 
standard multi ‘loaders fsee below K 




- WHAT THE 
REVIEWERS said 

u /'m n funned, ajnared 
ivuUY Impressed Th»J* 
easily (he be* 1 vain* for 
cartridge The cartridge .kmg , 

L Commodore Disk 



SUPER COMPACTOR. Ultra efficient program compaction techniques, Each program saved as a 
single file, 3 programs per disk side 6 programs per disk, if you use both sides. 



TEXT MODI! V. Change title screens, high Score screens etc. Put your own name antes a game then restart it or 
make a backup to tape or disk- Very simple to use. * 


MONITOR. Full feature "Floating' type MACHINE CODE MONITOR. All standard features plus many more:- assemble, disassemble, 
hex dump, interpret, transfer, compare, fill, hunt, number conversion, bank switching, relocate, load save etc. 

Uses no memory. Tull printer support. 


DISK MONITOR. A special monitor for use on the RAM inside your disk drive. All the usual commands - a useful hacking tool. 
WHOLE DISK COPY, Copy a full unprotected disk in under two minutes with only one drive. 

FAST FILE COPY. Works with standard and Warp 25 files of up to 249 blocks Converts for in a is to and from Warp 25, 

FAST FORMAT. Under 20 seconds. 


OQLKIT COMMANDS. A whole range of useful new commands including: AUTO LINE NUMBERING, DELETE. MERGE, APPEND. 
OLD, LINE5AVE, etc., PRINI t. BLISTER - list any program (including directory) directly from disk to printer or screen without corrupting 
memory. 


REDEFINED FUNCTION KEYS. Single stroke commands for 
operation of many common commands including: LOAD, SAVE, DIR. 
Load from directory - no need to type in filename. 


ACTION REPLAY ENHANCEMENT DISK 


TAPE TURBO. Designed to make turbo load save for your own 
programs. No screen blanking during loading. 


all features are built in and 
available at the touch of a key. All features work 
with both TAPE and DISK. (Except multipart 
transfer & disk file utility). 


The biggest and beat collection of special parameters and 
file copy programs for transferring non-standard multi- load 
tapes to disk - games like LAST NINJA, CALIFORNIA 
GAMES, LEADERBOARJJ, DRAGON'S LAIR - SEVENTY 
titles in all Almost all major tides covered. Latest edition 
includes COMBAT SCHOOL, PLATOON, PREDATOR, 
GAUNTLET It, TESTDRIVE, SKATE OR DIE, APOLLO IB, 

THE TRAIN and many more. Cheats for infinite time, lives etc 
The GRAPHIC SLIDESHOW latest edition displays 
multicolour pictures or loading screens saved by Action 
Replay or any major Art Package - Blazing Paddles, Koala. 
Advanced Ait Studio, Artist 64 etc Lots of fun ■ 

,pnly £7,99 Upgrades - send £3,00 plus old disk. , A 



TAKES A QUANTUM LEAP 
mi IV HAS ARRIVED! <m 


BUT THATS NOT ALL . . . NOW AVAILABLE FOR THE SERIOUS PROGRAM HACKER 

ACTION REPLAY IV 'PROFESSIONAL* ^ 

■ L * - , • * <# 

• fill the features of the normal Action Replay IVbut with an amazing on board LSI LOGIC PROCESSING CHIP. 
Plus 32K operating system ROM a'nd 8IC RAM CHIP. The first RAM/ROM based cartridge of its type! 

. ■ ■ . ALL THE MK IV FEATURES PLUS ... 

fully integrated operation. 

The MK IV 'Professional' has a!] the features of the MK [V plus 
m onboard custom LEI LOGIC PROCESSING CHIP that 
integrates the whole range of utilities and makes them 
available al the press of a button at any time. 
EXTENDED MONITOR. 

The- ‘Professional ’ has an extra powerful machine 
code monitor. Because it has. belli ROM and Ram 
at Us disposal the Professional can freeze any 
program and I lien examine the WHOLE OF 
COMPUTER MEMORY in the frozen slate including 
Screen RAM. ZERO PAGE arid STACK. 

Full feature disassembly, compare, [ill, transfer, hunt 
relocate, jump etc, etc. In fact al] the features of the best 
fully blown monitor available. Return to the frozen 
program at the press of a key al the pomi 
you left ill An absolute must for the program 
hacker • or even the programmer who needs 
to de- bug his program. 

INTELLIGENT HARDWARE 

’ The Professional hardware is unmatched 

anywhere in the world today The special logic 
r ~ processing chip can cope with protection methods 

as they appear by reacting to its environment, 

/ RAM LOADER 

^ s' fe addition to Warp 35, the AIM Professional now has 

^ y RAM LOADER. Making use of its onboard EK Ram the 

s ' Professional can also load commercial disks directly 

' * ^ 31 y P 25 limes norma! speed. Remember this feature 

^ * 4 * is in addition to AR4 r s unique Warp 25 feature lhat 

/ / % reloads all backups at 25 times speed. 


UPGRADE INFORMATION 

[m TO MK IV, Jon Bond £9.99 *nd we will loEid yon the new ME IV 
Chip to plug Jnlo your cirtricfge. Pitting i« very iuy. 

*OUH tO INK IV 'PROFESSIONAL' , Sand year old cartridge plus £10.99 
and we will lend you a new Pio Fesai oaa l MK IV 

M3t 1 Action Replay owners can get £10 aa pan ejrchirigb igundt either the 
MK IV or Professional Send old cartridge plus balance. 


PERFORMANCE PROMISE 

Action Replay wili backup any program [till any other cartridge cm baelmp 
■ and morel It also has an unmatchod. range of onboard laalitres llutore you 
buy check our competitors ads 10 see whar ihey offer and see how many o! 
the Acrioii Jtepky MK IV Eea-turns are either iwn [here oi have to be loaded 
I t-jfn &upergale disks btc. Whesvyou bay Action Replay if you don's find our 
ciaimK id be true ihen reium j ? within M days for a tuil jctund 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ORDER... 


BY PHONE 

E 3 S’ 3 

0782 744707 
It hr Cw4i> Card LLa* 


BY POST 


Srnidchn^tf'FO'iaiidt 
is 'h.'itl Ekrimtln 1 


UK ORDERS POST F REE 

EUROPE OVERSEAS 

ADD El,® ADD $3 


FAX 07B2 744392 


DAiEL 

ELECC^OniO 

DATEL ELECTRONICS LTD, FENTON INDUSTRIAL ESTATE, 
GO VAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND 


SALES ONLY 

0782 744707 


TECHNICAL ONLY 

0702 744324 






NOW 

TAKEN 


DEPT 24 
CASTLE MOUSE 
It NEWCASTLE STREET 
BURSLEM 
STOKE ON TRENT 


TEL: 0782 575043 


SALE 


SALE 


SALE 


SALE C64 CASSETTES 

Golhic; , 6,50 

Kamov &50 

Top Fuel Challenge 6,50 

Firefly 4,95 

Giw 4-96 

Power at Sea 7.50 

The- Trairt 7.50 

Apollo IB 7.50 

Test Drum 7.50 

Skate or Die- 7.50 

SO iFirefeurtfi 6.99 

Mwpnevs , 10.50 

Tetris 6,50 

Black lamp 8,75 

• Octapolis 6,90 

Dan Dare 2 6,99 

Brave Starr 6^09 

Rolling Thunder , 0 , 9 a 

Arkanoid 2 ... . 6,99 

Venom Strikes BacH . 6.99 

Gut? 6-50 

Target Renagade 6.50 

Platoqn 6.75 

Ktughi Games 2 .. , 6,93 

Rampage 6,75 

Ramparts 6.75 

720* 6.99 

Sjdearnns 6.99 

LivE Ammo 6.99 

AirtKHirne Ranger 10.50 

Adv TacttHl Fighter 6.99 

Terramex 6.95 

Vfctwy Road , . . 6.60 

Risk ... 4,99 

Trai 6.99 

Andy Cw 6.76 

Garfield 6,75 

(kinship 10.50 

frightmare 6-99 

EvMHUfl Star . 8-50 

PratfaftH 6.99 

Combat School .... 4.96 

Bangkok Might . 6.97 

Super Hang On 6.99 

Biimark 6-99 

■Mh and inches ....... 6.9S 

Star Wars 6.75 

Stealth Fighter 10.50 

impossible Mission il 6.99 
Thmugkttie Trap Door 2,99 


Stwrc *m 6.99 

Stratton 6.99 

Wizard Ware 6.99 

Pink Panther ... 6-99 

Troll 6.99 

Samurai Warrior ...... 6.99 

Raslan Saga ..... .. 8.50 

Tramof ...... . 6.99 

Psycho Soldier 6.5ft 

Flying Shark 6.76 

Shoot 'Em Up Kit 1 0.00 

Pacland 6.76 

Thundemats , 6,75 

Buggy Boy 6,75 

W. Crass L‘ Baa'd 6.75 


********** 

* SPECIAL * 

* m * 

* B24 BOMBER * 

* MPE14.95 * 

* Our price E4-25 * 

save £10 # 

* MEGA OFFER 
**■■*■»***■*** 

Arco 1 Y«od 1,90 

Gamestar Baseball .. 2.99 

High Fronlier 2.99 

Armageddon Wan . 5,95 ^ 

Gunboat 2.99 i 

Chuck Yeagers Fh. Sim. 7,25 

CludM 3-96 1 

Clever and Smarl 2,99 ’ 

Cauldron U 2.99 , 

Western Games 2.99 

Omtd II Enlightenment 2.99 


5.99 Shadows at Mordor 3.99 

5.99 Eye 2,99 

5.99 Shanghai 2.90 

S-99 Nodes ol YeSod 2.50 

5.99 Falcon ftenagade Lord 

EU ■■ -IHI 

s !$0 On foe Tito"’Z' ! a’w 

5.99 President _ 1.99 

5.50 Gut Ot this World 2.99 

5 75 

0.00 Sidewize 2,99 

5.75 Snap Dragon 2.99 

8.76 Ramparts . . 2.99 

5.75 Road Huimer 3.95 

5. 75 The Sidney Affair . 2.99 

Star Raiders 1 1 2.99 

* * MAC.H. 2.99 

* Tracker 4.95 

4 Instant Music 7.50 

Last Mission 2.99 

* Mandroid 2.99 

* Target Renegade 6 JO 

* Zaxxon 1.99 

Yes PrimE Minister ..2.99 

* HockfordsFiwuBouldefdash 

■ * * 2.99 

AGrotet .. 2.99 

1.99 

2.99 

2.99 **+***#* + "4 

5,95 * i 

2.99 Educational Games 1 

7.25 Paddington's Early Visit , 

3-96 * PadUlfifjton & Disappearing 

2.99 * Ink 1 

2 .99 * Paddington in the Garden 1 

2 99 * E3.95 each or £9 lor all 3 ^ 


Ofuig i,ss 

Flunky 2,00 

Frankenstein .... 2,99 

DeadRmger 1,99 

Barbarian 3.99 

Basil Mouse Detective 2.99 
The Cornel Game .... 99p 
Galactic Gomes . 2,99 

Kmghl Games fi 2,99 

Hacker il 2,99 

Dctapohs 2-99 

Field ot Fire 3,95 

Guai&l Canal 3.95 


2.99 ALSO 

1.99 + First steps with the Mr Men 
2 JO * 2,99 Ward Games nwth 

2.99 * the Mr Men 2,99 


********** 

LAST FEW/ 

CARTRIDGES 

BC'S Quest lor Tyres 3,95 

Donkey Kong 2,99 

kck Man 395 

OHS HIM 3,95 


* C64 CLEARANCE * 

* CASSETTES * 

STOP PRESS' 

* AST FEW 

* Outrun 4.% * 

* Renegade 4.95 * 

. Gryzoi 4,95 * 

Combat Scholl 4,95 

* Biskoi Master 4% * 

* Hysteria 2.99 * 

£ Suporsprmt 2,99 * 

Quartet 2.99 . 

* Prohibition 2,99 * 

Sidewalk 2.99 

Samurai Tniogy 2.99 

Sink? Force Hamers . 3.95 

Lcuialhon ..... 2.09 

Enigma Forte TSp 

Election 2.99 

Eagles 1.90 

Endure Racer . 4.95 

Fifth Ouadrahl 1.99 

Metro! Gross .... 1.50 

Test Drive 6.95 

DanOare 1.75 

future Knight 1.00 

falcon Patrol H 1,50 

Dark Side . .. .7.25 

Flintstones 6.09 

Skate Oazy 6.99 

Beyond ice Palace 6.99 

Vampires Empire 6.50 

Mean City 2.00 

Pandora . ..... 6.50 

Wan Torque 2.99 

Polar Pierce 2.00 

The inheritance 2,99 

Last Ninja M 6.99 

Cybernet 650 

Labyrinth ....... 2.99 

Winter Games ...... . 3.95 

Lords ol Midnight 1,09 

Nemesis the Warlock 1.90 

Desoiator .... 8-99 

Nemesis (Final Chall) 2.99 

Blood Brothers 6.99 

Strangetoop 9&p 

Hercu las Slayer Damned 

690 

Jai- break ... 2.90 

Star Paws . .... 2.95 


veiwtn Strikes Back 6.99 

Whirley Nurd 1.H 

Werner 1.99 

Alien Syndrome .... 6.99 

Jinks . 6.99 

Splitter -of Light 6.50 

Mystery of the Nile 2.99 

Scary Monsters 2.99 

Arctic Fox 6.95 

Demon Stalker 7,60 

PHM Pegasus . 7.50 

Road Blasters 6.99 

N. Mansell 's G. Pm .. 7.95 
Now Games & 6.99 

Jack Hie Nipper II .... 2.75 
AtrfWsehen Monty .. 2.75 

Mask II 3.00 

Masters cH Universe . 3.99 
The Movie 

ALL AT £175 EACH - 

Joe Blade Popeye, 
Trapdoor, Deviants. BMX 
Simulator Pro SJu 
Simulator Tamum, Bathe 
Valley, Grand Pm Simulator, 
Slnke Force Cobra, Zoiyn, 
BMXKids.Coiony. Micro 
P.hythm+, Tram Ro&bers, Gti 
No. Scout 


C64 CASSETTES (STRAT- 
EGY) 

SSfTigera in the snow 

2 M 

GuadaE Canai .. 3-95 

War Game Greals 9,95 

FSS Theatre Europe 3.M 

Tobruk . .. 7 95 

Pe$asu$ Bridge 9.50 

SofcerorLord 0,50 

Power Struggle ... 3,95 

Okinawa 3.95 

Firezone 0.50 

Conflicts 9.50 

Conflicts il 7,95 

Battle for Midway .... 3,95 

Battle of Britain . . . 3.05 

Annuls Of Rome 9,50 


COMPILATIONS 

10 GREAT GAMES VCL 2- 

Mask. BuHdag. Re-Bounds, 
Convoy Raider, Jack Nipper 
(I. fiMthwish 3..Aul W'seher 
Mtmly fhino Bounces Back, 
Basil - Great Mouse 
Detective Samurai Tniogy 
AH |he» games for only 
ET.EO 

KIOSPLAY-Xeno, Nomadi, 
Prodigy, Bounces. Monty on 
the Fluii. Barry McGuigans 
BoKing, Bounty Bob Strikes 
Back. Starion, Sky Fox. 
Electro GluJe 

All these rot £ 3,95 

4 SMASH WT5 - Ranarama, 
Zynaps, Ltolon. Uridwmt 
at only £6,75 
COIN-OP CONNECTION 
Express Raider. Crystal 
Ca&taes, Metfocross 
Breakthtu - nnly E2.00 
SPORTING CLASSICS - 
Barry McGuigans World 
Championship Boning, The 
Great American Cross 
Country Hoad Race, 
OecaihkMi, On Field football, 
Star League Baseball. All 5 
Great games fur Only 
£3 95 

ARCADE FORCE FOUR - 

Gauntlet, Indiana Jones and 
fre Temple of Doom, McUo 
Cross, Road Runner Quay 

£5 96 

MAGNIFICENT 7 - Cobra. 
Head Oner Heels, Short 
Ctrcuil . funky. Aritarwd, 
WizbaJ, Die Great Escape. 
Yie At Kung-Fu Now only 
£8.99 

WE ARE THE CHAMPIONS 

- Renagade. Super Sprinl. 
Barbarian, international 
karate + . flampage All 

these only £6.00 


WE NOW OFFER AN EVEN FASTER SERVICE THAN EVER BEFORE! TRY US, YOU WON'T BE DISAPPOINTED 
P&P SOp on all orders under £5. Over £5 P&P is free. Overseas £2 per tape. 

PLEASE STATE COMMODORE WHEN ORDERING. PLEASE STATE ZZAP IN ALL ORDERS. FIRST CLASS POST USED. 
MANY THANKS TO ALL ZZAP READERS WHO ORDERED OFF US LAST MONTH. 


C64 SALE DISKS 

C64 SALE DISKS 

* + + + * + * 

+ * 

AMIGA SPECIALS 


AMIGA SPECIALS 

C64 CASSETTES 









war Zone 

6-99 

DAFT PRICES 

STRATEGY 


Scary Monsters .... 

2.99 

C64 DISKS 




Bubble Bobbie 

12,95 


Chickamauga .... 

12.95 

Star Fleet l 

. 10 95 

JUST ARRIVED 



SHont SflruKB 

16.95 

Wournan .. ,, 3-05 

Gemstone Warrior 

7.05 

Greyfell 

2.99 



Garrison . 

15 00 

Star Fleet 1 

16-95 

Echalon 6.09 

PatonY Rommel 

13 05 

Guadalcanal .... 

4.00 

* * * * Hk * * 

* * 

Spaceport .. . 

495 

UMS 

. .95 

Book of Ihe Dead 3.05 



Flunky 

290 



Bards Tale ..„ 

I&95 

Sentinel 

18 05 

Dtscovery 2.99 

0 THERE 


Firelzap 

3,95 



Spacefighi 

4.95 

Fighter Command 

22 95 

1 Alien 2.99 

Rogue Trooper 

. 3.05 

Firctrack 

395 



Gamer Comrriand 

16.95 

Balance of Power 

ZT,95 

Wren ... 3-95 

irahstfvanian icw '■»« 

Lmtuie 

1.99 



Pack Boy 

4.95 

Firepower 

16.95 

Jet Hoys 2-99 

Werner 

1.00 

G. Gooch Crtckel .. 

4,95 

Beck, tf! the Dead 

£505 

G El Air Kally 

1295 

Gokf Gu«i6f 

15.95 

Lifeforce , . 2.99 

Rommel 

17.95 

Camolul Warriors 

2.00 

Discovery .. . 

£5,95 

^enon 

12,95 

Karate Kid !l ........... 

15.95 

Three Muscat ears 3-95 

Hypaball 

1 99 

Bards Tale 

1105 

ftmmvnnflf ._ 

£7.95 

Tanglewood 

... 13 96 

InsaiHty Fight ..._.. 

15 05 

Plasmatron 2-09 

Headcoach ....... 

2.00 

Bards Tale i 

11.95 

Frankinstem 

£5.05 

PinkPaniher . 

13-95 

leattefboard 

15 05 

Sfralton 2.M 

Nemesis Warlock 

2,99 

Cyhorg 

12.99 

Tramon 

E5.95 

Druid tl 

- 12,05 

Levialhan 

12.95 

Traxuion 2.99 

High Frontier 

3.05 

Test Drive 

T1.95 

1 Alien 

£5,95 

Inleraptof 

16.96 

Black Lamp 

12.05 

Vengeance 2.99 

Highway Encounter 

1 00 

Chuck Yeaq'sA F T 

11,95 

Stratton . 

£5,05 

Garner Command 

16-95 

Pat Land ... 

13,95 

Yogi Eiear 1.99 

Redhawk 

m 

TlwTram 

10.95 

Jack toe topper 

E5-05 

Dungeon Master 

16,95 

The Pawn 

15.95 


Superspy 

1 99 

Strike Fleet 

11.35 

Piasmatron 

£5.35 

Aafgh 

{5.35 

Vermiftator 

16.05 


Slreel Ha^H 

S.06 

Power a; Sea 

10-95 

Jel Boys 

£5.95 

Return trj Genes® 

15,95 

Starvildarii 

16.05 


Hindus Nebula 

3.99 

Dandy 

... 1.90 

Track s Field 

£3 95 

Flinslones 

- 13.95 

Bralle Ccmmando 

16,95 

ARCADE CLASSICS 

Zork II 

4,99 

Airbouriie Ranger 

13-DO 

Lifetorce 

£5.95 

Stdewinder 

6 . 09 

Pandwa 

13.95 

Pole PoSIlKNI 

Zprkllt 

7.99 

Stealto Fighter 

13.00 

Wollman 

£5.95 

Obiitorator . 

16,95 

L egem or ikvq Sword 

16,95 

Di^Oug 

Deflector 

4.95 

Lords ot Conquesl 

9.95 

Doc The Destroyer 

E2.99 

Stifice Station ... 

6.05 

Dreadnought .... 

13,05 

Mr Do 

Battle front ....... 

17,05 

Murdei otl Miami 

299 

impossible Mission II 


Backlash 

.,. T2.08 

Platoon 

16-95 

Pad Man t j.95 

Battles in Nwm ...... 

17.05 

Nigel Mansells- 

11.99 

* , ai , 

£9.05 

Deadlure 

9,50 

Calllomia Games 

16,95 


£ve 

3,95 

Druid il 

4.95 

Time Fighler 

E5-95 

Scirceror 

9.50 

STOF PRESS 


BRODERDUND 

W 

Western Games 

3,95 

Spry v Spy 

495 

To Hell find Back .. 

£5.05 

Hacker II 

950 

From CRL 

4 GREAT GAMES. 

Aztec 

1 90 

Tracker . 

4,95 

Vin;.t Hampsler 

£5.06 

Slafionfatl 

9.50 

BLACK K HA HOW 

Stealth, Soelunker, 

Music Studm 

4 99 

Arcade Force Foui 

10, 5ft 

floao Warriors 

£5-95 

fnchanter . 

.... 9.50 

OLnufl &fwMlf'lrWV 

Raid on Bungehng Bay 

Decisive BartUes American 

Xh Des 

7.05 

M^ndrtifd .... 

£5.95 

Suspect 

9.50 

HRP 19.95 


and Choplifier 

Civil War 

18 95 

Kinetic 

1.99 

Slar Raiders B 

£2.99 

r-irebtasier .. . 

6,95 

Our prk* £&-95 

while 

HRP £9.05 How only 

Haut oi Mofityz-uma 

3.99 

leufis 

1.99 

Dn the Tites 

E2.9& 

Fratector 

.... 6.95 

stocks taet 


£4,95 FOR ALL FOUR 








COMP 


£500 CASH ON OFFER FROM GREMLIN 
GRAPHICS 

25 RUNNERS-UP PRIZES OF SKATE 
CRAZY T-SHIRTS AND GAMES 


Shu-chor marf an lissen. No doubt somewhere in your wildest dreams 
you've often fancied having LDADSAMQ . - . ahem, a sizeable amount 
of cash. But if you haven't the slightest inclination to do up your own, or 
indeed 1 , anyone else's house, and then make a record about it, you 
probably thought your avaricious dreams wouldn't be coming true in the 
near future. Weil, you may have thought wrong . . . 

Those well-to-do folks at Gremlin ' 
celebrate the release of their jolly roller- 
is reviewed in this very issue of 77 a r * 

with their game of street-cred on eight wheels, they've decided to give 

away a whr^ -: -~ '- 1 - T - ' * “ * — 

POUNDS S’ 


„ jama Skate Crazy which 
,P!. in fact, they're so over the moon 


'»ng first prize of £500 {yup, that's FIVE HUNDRED 
iLlNGj in cash to one iucky (not to mention filthy rich) 
winner. As if that isn't enough, this tremendously wealthy person also 
gets a copy of the game, so he won't have to break into a £1 00 note to 
pay for h|$ bus fare down to the software store. Twenty-five runners-up 
will also be receiving a copy of the game, each accompanied by a 
devilishly stylish Skate Crazy T-shirt and cap to make your friends swoon 
and drool at the exclusive cut of your cloth. 

Now, you're no doubt wondering what the question is that will put 
someone on the path to riches. Well, here Ft is: 

If you ware given £500 cash. Just what would you do with it? 

Don 1 try to tell us you would i nvest it wisely, or use it to help impoverished 
chartered accountants in Venezuela, because we're far too cynical to 
believe you. No - weird, wonderful and humorous answers are the order 
of the day, so get cracking and write your answer (not more than fifteen 
wards , please) on the back of a postcard or sealed-down en velope. Send 
your entries to the following address: L O ADS AM ON EY COMP. ZZAPE 
TOWERS, PG BOX 10, LUDLOW, SHROPSHIRE, STS IDS to arrive 
before July 1 5th. As ever, our lllustnous judge's decision is final. 


ZZAPJ 64 July 1 988 09 




Alio peeps! Avb jus' finished bleedin' typing all you lucky winners 1 
names and addresses, and it's making me go a flippln' i^*zy, innit. 
Bui I'm don't care cos I get loadsamoney dun 1? Looooeds, Enough 
of Harry Enfield's brilliant characters and onto this month's yummy 
scrummy prizes! 


wanted to give it away to (he per- 
son who put the bail in the correct 
spot on our , . . Traz picture, and 
David Kinder of Ashton -in- 
Makerfield, WN4 QSG did Just that. 
The generous Cascade chappies 
also have 50 copies of . . . Trazto 
give to runners-up . . . 

Steven Chaster, Stevenage , SG2 
TOE; Nick Welling*, Norwich, 
NR14 7SB; Simon Cole, 
Chelmsford, CMf 5BE; Richard 
Lloyd, Carehalton, SMS 2 HO; 
Andrew Houghton, Redditch, 
B9fl QQX; Paul Hevsser, Birm- 
ingham, B33 0NP; David Janes, 
Macclesfield, SK11 BES; Mart 
Williams, Liverpool 15, 6UH; 
Becky Toal, Crosby, L23 5RP; 
Adam Wright, Thorp lands, NN3 
1YO: C Taylor, Burscough, LAG 
5SJ; Ajad Hlah, Scunthorpe, 
DN15 7NN; Mr James Smith, 
Roth well, LS25 ORX; Barrie Hal- 
crow, Ctaadon, NE34 8AE; Paul 
McKean, Glasgow, G15 6QU; 
Alan Gold, Cumbernauld, G68 
9EA; Christian George, 
Plymouth, PL2 3BU; Ale* 
McDowell, Darvel, Ayrshire; 
Darren Williams, Walsall. WS4 
2LR; Clifford Wiseman, Mold, 
CH7 1QA; Duncan Hammerton, 
Swindon, SN1 2JU; Jonathan 
Hill, Ashford, TN23 2XL; Daniel 
Rochford, Pentyrch, CF4 9GR; 
Chris Rogerson, Birtiey, DH3 
2JG; Michael Willis, Birming- 
ham, B28 8RW; Marcus Nye, 
Great Barr, B43 7DY; James 
Hey, South Woodham Ferrers, 
CM3 5YF; Stewart Hopkirk, Pin- 
ner, HAS 5PD; P J Pritchard, Her- 
eford* HR2 OOF; Chris Bates, 
Chifwefl, NG9 5FU; Darren For- 
reet, Midlothian, EH22 4SJ; Dar- 
ren Albiston. Runcorn, WA7 
2QX; Cpi K R Brown, RAF Laar- 
bmch, BFPO 43; Mr A Morris, 
Hayllng Island, P011 9BX; Karl 
Hodgetts, Hereford, HR1 1UN; 
Martin Faridy. Moray, JV3e0GB; 
David Parker, Hamel 
Hempstead, HP3 SBU; John 
Cortoutt, Hayes* UB4 QGN; 
Stephen Taylor, Kirkby Stephen, 
CA17 4AJ; Matthew King, Dor- 
set, BH21 6UH; ZZAPI Reader, 
Cirencester, GL7 2LG; Andrew 
Smith, Old Amersham, Bucks.; 
Simon Hewitt Luton* LU3 3XX; 
Andrew McCall, Spalding, PE 12 
7NE; Christopher Boecroft, Bid- 
dings, DESS 4AL; Marcos Moral. 
Whetstone, N20 DUE; Christian 
Grant, Blackpool, FY4 2HE; 
Robert Burns, Falmouth, TRIt 
5RW; E Casey, Eaton, NR46HX; 
Paul Strange, Wickford, SS11 
SNA. 


APRIL FOOL’S COMP 

This comp would only be spotted Blue T ec Amulator. The lucky win- 
by those who scrutinise every inch ner, Peter Hearn of Tadley, RG26 
of the mag. because we didn't 6SS will soon be the owner ol the 
include If on the contents pagef famous device. He's going to be 
For those of you who didn't see it, able to do so much with it, I don't 
the prize was our April Foot, the think. 


TOMY 
ROBOT 
COMP 

Hewson were offenng a brilliant j 
Tomy robot to the person who 
wrote the most captivating tale of 
pirates and suchlike, and do you 
know whose was the best? It was 
someone called , . , wait for It , , . 

O Pearson from Stockton-On- 
Tees, TS19 7JY. What a lucky 
Pearson he is! There are also 50 
runners-up copies of Cybernoki 
being given away, and they're 
going to all of the following 
people . . . 

Dick Light, Hite hi n, Herts.; Mark ! 
HalletL York, YOG BEN; Bob Kin- 
gham, Walthamstow, El 7 9EL; 
Anthony Malcolm, Oxford* 0X4 
5BP; Jason Wharton, Skel- 
mersdale, WN8 6RA; Douglas 
Bayliss, Telford* TF3 1RD; , 
Richard Hally, Solihull* 890 3JW; 
William Stephenson, Wariey, 
B68 BBP; Niels Stout, 3595 As 
Leende, The Netherlands; Mark 
Howard, Gillingham, ME7 5JU; 
Mark Burley, Abbey Rise, LE4 
2FW; Nicholas Gibbons, Man- I 
Chester, MS 6JB; Horst Willi 
Fusswlnkel, 5303 Bom helm 1, 
West Germany; Robert Grace, 
Wyken* CV2 5BJ; fan Millar, Lon- 
don, SE9 1NG; Victoria Barnett, 
Southampton. SOI 2QN; Nigel 
Pearson, Barnsley, S72 7HL; 
Edward Newi&s, Keighley, BD21 
2RL; Laurence Hall am, Chor- 
leywood, WD3 5RE; Tam 
Naughton, Dublin 15, Ireland; 
Matthew Franklin, Cleeve, Avon; 
Marcus Eamshsw, Bradford, 
BD13 3RA; Jordan Fulcher, Jes- 
mond, NE2 2JL; Mahmet Mus- 
tafa, London, EC1V OBT; Lee 


Mason, Accrington, BBS 6GU; 
Jason Ah son, Leeds., LS26 BEE; 
William Callaghan, Tipton* DY4 
SAS; Geoffrey So lea, Hull, HUB 
SLX; N Ambrose, Bolton, SL6 
STG; Richard Howell* Newport, 
NPB 1 ND; Mark Barnsley, Stour- 
bridge. DY8 5ED; Mike Blaser, 
Cheadls, SK3 4HP; David E Earl, 
Lymm, WA13 OES; Mike Altken, 
Churohdown* GL3 2LF; Richard 
O'Shea, Bristol, BS5 BPZ; John 
Clarke, Sandy, SGI 9 2 DR; 
Gideon Santtt, Totteridga, N20 
HAD; Jaybeard, Twickenham* 
TW1 3AT; ReitH William Munro, 
Margate, QT9 2PS; Alex Finch, 
Helgate, RH2 IRE; Gianfranco 
Manlni, GifTnock* G4d 6E J; Dun- 


Before I forget, if you're wondering what happened to the results of 
the 1 00 1 c empetition, I 'm afraid we wont be prl nting them because 
basic ally there Isn't enough apace In the magazine. The prizes have 
already bean sent out, so mo st of the winners will have received their 
gift already* 

tf you have any comp problems, please writs to OLENYS POW* 
ELL, ZZAPI 64, PQ BOX 10, LUDLOW, SHROPSHIRE, SYS IDS, 

and 111 try and put things right. 

Thanks for reading and see you next month. 


can R Smith, Woking, GU21 
1QR; Rahul Joshi, London, 
NW103NU; Christopher Sharpe, 
Uckfteld, TN22 2 BA; Matthew 
Garbutt* Lang land, SA3 ASX; 
Matthew Lowe, Little Neston, 
L64 4AO; Steven Howard, Low- 
estoft, NR32 3DD; John Pettig- 
rew, Windygates, KYB EDO; Paul 
Mitchell, High Wycombe, HP11 
1QA; Bradley Walla, Ipswich, IPS 
7HQ. 

LISTEN 

AND 

WALK, 

MAN 

Well, a rather 'groovy 1 (what an 
awfui ward) competition prize this 
one; a top of the range Sony 
Walkman. Cascade Games 





SUPERSTORE 

Whether top games software, high-tech 
joysticks or designer T-Shirts and caps or Just 
simply dustprotective keyboard covers and 
ZZAP collecting binders, there is everything 
you couldn’t be without. Remember, the 
incredibly low prices include VAT and postage 
& packing. 


ZZUPERSTORE 


THE SILE 


ABLE PRINTER 


The HUSH-80 from Ergo Systems is a small portable 
thermal printer, quiet in operation, which is ideally 
suited for home use, office back-up and everywhere 
when NLQ isn't required. Fast and efficient - no pre- 
tensions to anything else. Easy to operate, quick to 
load and simple to service. A friend to the budget con- 
scious, a professional product at an economic price. 


FAST— Bidirectional text print- 
Jnig at a quick 80 characters per 
second. 

QUIET— Less than 56 db noi $e 
(in case you need to hear a pin 


VERSATILS^Jrtder control 
from your computer, print fine 
can be set for double size 
characters at 40 pe r fine, or half 
size characters aM60 per line 
PORTABLE-Standard unit 
less than 3 pounds In weight 


including 9Qfi .paper roll, 

LOW COST GRAPHICS. 
LIHESPACIWG— Can be 

programmed to 4.5,6, 8 or 9 
lines per Inch. 
ECONOMICAL— Uses low 
cost thermal roll paper. Sharp 
tear bar permits economy tear- 
off of paper lengths - Use only 
what you need, No ribbons to 
run out or replace. 
RELIABLE— A full 3 month 
limited factory warranty. 


PRINT DffiiCTtQWr 

B Mellon il when printing 
Unidirectional whwr p<{nilf>g graphics 


IptsHleatlHi: 


PfUHTIfKl METHOD: 

TOwmaJ dal miitrm 

PRINTING FORMAT: 

B* * 7 Da! Mglnx #0 ccrfumn* 


CHARACTER I 

Alpha humane and |rMamat*:onal CMarac- 
WrSrt 

PRINT SPEND: 

seeps 


Standard BOCharudwa [w i+ne 
E*£flh<Jad/DoublB VWdih 40 Characiara 
per lira 

C®fld*FT«ed ISO Characters par lin* 

PRINT MOOt 

WorrrwslinrurerMi 

GRAPHICS MOM; 

Dot Addnsssatsis. 480 CoJumns, ? Dels 
Pef Column 


Thermal Roll or Fu paper, &,& Inches 
WWe 

30 melara Ei*y-S04d lealura 


INTERFACE: 

Plffillsl {Amiga MO. Alan ST, PC -Com- 
patipJa, Amsirad CPC) 

S*fHki fCommoOW* C&A'l 2ii\ 

POWEN REQUIREMENTS; 

220V AC KuTnHEf outer (lncknj»di 
Printer Input 9YAC. 

*nao hush-ho printer 
(INCLUDING POWER SUPPLY, 
CAMLM AND 1 ROLL OP PAPER} 
OFFER I 78.00 INCL, VAT AND PAP 

COMMODORE CWfUVUWON 

C00ET037H 

AMETRAD CPC VERSION CODE 

T03SH 

AMIGA SOD VERNON, CODE TT BflH 
ATARI ST VERSION. CODE TW0H 
PC VEREtOR . COD€ T£M I H 

PlMM Mlpw up t® la day* torriMIv- 




ZZAPf ZZAP-ING MEDIUM T-SHIRT OFFER 5,50 0>7 ZZAP! ZZ AP I N ft XX LARGE T-SHIRT OFFER B.SO Z(r. 

WILD WARRIOR MEDIUM T-SHIRT OFFER R.M,Zf504ty1 WILD WARRIOR XX LARGE T-SMlRT OFFER 5.50 'LG -IX 

CALIFORNIA KtO MEDIUM T-SHIRT OFFER 5,50 2005 M CALIFORNIA KID XX LARGE T*5HIRT OFFER 530 ZOO'S* 


Don't get shirty Jaz, 


but we’re offering your Zzap! designer T-shirts to ail readers large and small - Medium 
and XX Large to be precis*?. 50% cotton and 50% polyester. Anyone wanting to make 
the Zza pi cover will have to choose from ZZAP! ZZAPING (Issue 25), WILD WARRIOR 
(Issue 20) and CALIFORNIA KID (Issue 29). 


S 




Either you've gol the qrolliest kyikrxi 
he-^hoii'fi Ih* Hide ol FHACTALUS, or else 
vCAi'veiv^i iHj'tnaivjd aspHinqrew *ne. tf> 
any -aw, you 1 w^nl to hwjy [ Irom 
fppirriinairrig 6y®5 '' ,r p r aterl it Irom qusl 

caKea tHFVcuit crumbs. pine! dandrufl 
ChOOSfl kohl Some super duality covets 
made specially tar yrurr kfiybo-Hd etu.rKy 
'uclqe S-lytaiEiJ. super -filim mndern H4Z or 
1?6. 

CAM 54 KEYBOARD COVER 
OFFER 5.-00 > 

CeM 64C KEYBOARD COVER 
OFFER 5.50 ZOOSK 
CBM 120 KEYBOARD COVER 
OFFER 5. SO ?(}i:^K 

E imina^ ifliy ir’anng protiwins. ™ih 

LOAD IT 

Achieves, 100% Irvine fcjcoesg evBfl cn 
the most obstinate teiXY- 
LOAD IT q vuj 

• TflO'H ■ :^ding si jcC'> 5 S 

• ^enmanerir head alignment •vtiuHmenl 

• '-vlkjhts Ipr easy tuning 1 o optimal 
nat 

• ?n,AWinl<Kd Inrofip yuitr 
Aopoved n* itiadng v^Lvare iou ,: " ,; 

LOAD IT CASSETTE DECK 
OFFER 30.99 ZTJi ' H 


Jaz a moment, 

order a blue ZZAP! 'baseball 1 style cap 
with white embossed ZZAP! logo and 
adjustable strap to ensure one size fits 
all* Go on, make that CAPital invest- 
ment. 


! cap offer a.es zocG' 



Hava yn<- got a BIND q re tl.> ,-i with y.-...r 
favourite computer mag" 7 Gw .1 the be si 
no^itiip carp ann chain, qjq and Shad I 
Clio OW* detClOUS locikn-g maroon finder 
with god logos Farh bin*? ccmos witn a 
D'asliC 'year' SLfcfcar loldRoWying 'ymtacn 
ZZAP' BINDER 
OFFER 4.50 ZdlOEl 

Don't 1st thcM »INnt g*1 Bt y&u 
arm murtelf with a brand new jayt- 
tkti and mve th* 

KONIX SPEEDKING 

Thp i iy-l" k l' il -i- [unity M' yri.irr-.and with 

a lire but tor angled far ypijr trigger (ingei tq 

er^.Tie accural? nigh.^eoc attior Said 
d'r't'i brsstqjronf shan v.ith neat c'icknq 
sound ter every prison POOVWCILJ mans 

KONIX SPEEDKING 
OFFER 10.90 iHf • l 1J9.&112P 

EUROMAX PROFESSIONAL 

High durability, rapid response ppd otra 
-.ftr=,i1r.e ^..ernec.l tccu-acy hum in* 
advanced ergon dt^c design Id ft a I lor Iph 
or righl hand play 1 5m eon"! 

EUROMAX PROF ESS ION A L 
OFFER 1 5. 9S.Z" VIM 

EURO MAX PROFESSIONAL AUTO- 

Fire 

AJi ibp qiiai'fy tVfltendard pfolessorw, wild 
IhO 4ckfed bonus c‘ the Aula Fire ppl rm try 
*h>-'V' rhe qiding oers lOuQh 

EUR UMAX PROFESSIONAL AUTO- 
FfcRE OFFER 10.9S 2-014H 

DYNAMICS COMPETITION PRO SOW 
(Normal] 

Features arcade quality mcrqs,vYiieh 0 s. 
duBirrft t-'jlldhis. r^bjE-l Fire i ^hnl u’d i i.:hi- 
b*' rflh,jm rnr smooth ccnlrO arid lengar 
N" Eulra icng t [imrorid 

DYNAMICS COMPETITION PRO 5000 
(NimlnilJ 

OFFER 13 50 PRP 1 J 95 ,'D ' 5H 

DYNAMICS COMPETITION PRO 5000 
CCteaO 

The designer idy^tK-i nas, arrived' All the 
features the K'nimai PFJQ ■5000 !XH w |h 
Lhft RnrlPf! IrtinH d ns unwjue see Ihfaugh 
cac-jr<j vh*i.-+i aFters a tanta smg pn=L nnr- 
h.gh iftch •r^^KX, anaquaran’MisOoHlwnF. 
n tl ie warns . 

DYNAMfCS COMPETITION PRO 50M 
(Clear) 

OFFER 14.Q0 APP 15.95.20’ OH 

RAM DELTA 

The unusual 'delta' snap* 1 EUbws tar oHht 
linlfttep or handhieid aiF'n japprij 
Smoott 1 .. accural ft action, i'wo lire txullons 
anij Aj.i1ci Fiir.' sPoukl prtwflnt any & er 
fqrffi? Trum iakirq n-.'ftf I bp , HAM il 
imprfffiSOil with its reliability, they wit 
provide a Iwa year hVarianlv inlieri 1i;/co 
OafnagGesicludaff . f 
RAM DELTA OFFER 9.$9 ZOlZH 














ZZUPERSTORE 


THE MEGA 
CHOICE: 


HIGHLY 

RECOMMENDED 

SOFTWARE 


Order any of the highly recommended gomes 
below or any other fabulous, current software 
with our MEGACHOICE special offer facility (de- 
tails in box!). 


ALIEN 1YMDHDMK c*», The Edge 
OFFER 7.94. RHP a, 99. ( 60 %}, Zg7rj0 
ALIEN SYNDROME dl ak The Edge 
OFFER 9.69. FlRP 1 1 .99 . (90%), Z070O 
AMUNOI& || (R2YEHQE Of DON) 
t*M> Imagine 

OFFER 7J0, PPP0.3S, (39%), Z025G 

AftKAMQID It pWVKNQE OF DOM) 
dlak, Imaging 

OFFER TO, 40. RRP 12.95. (03%}, Z025C 
Art um. Digital [integration 
OFFER 7 JO. RRP a, 95, (60%}. 2Q34C 
ATF dlak. ('. giial lr teq ration 
OFFER 10.40, RRP 12 95. (80%). 1034 D 
ATONIC COWMAN OOB c***. GO' 
OFFER 7.60, RRP 9.99, .|9Q%). ZDS1C 
WOfMC COMMANDOS d|*fc GO 
OFFER 9.90 . RRP 1 1 .96, (90%}. ZQfj 1 D 
BLACK LAMP mu Firebird 
OFFER 7 JO. RRP A 95, (70%), ZO£0C 
BLACK UURP disk. Firebird 
OFFER 1 1.9$, RRP 14.95, (73%), ZQ28D 
CAflD SHARKS eau Accolade 
OFFER 7.9B. RRP 9.95, (67 %}, 2035C 
CAHD SHARKS dlak Accede 
OFFER 11. OS, flftP 14.65. <67%) ZQ35D 
CVBEHNOTD caaa Hijwsun 
OFFER 7.99, ffflPS.SS, (33%), 2Q36C 
CYURHOfD dlak. Henson 
OFFER 11,99, RflP 14.99. 193%}, ZO30O 
DAM CARE II wi, Vir^n Games 
OFFER 7 JO, RRP 8.95. (63%}, ZD23C 
DAM DARE II dlak, V*g,n Gai™? 
OFFER 10.40, RRP 12.95, <33%), Z023D 
ECHELON cata . AccessflJS Gold 
OFFER ?M, RRP 9.99. 181%), Zoa&C 
ECHELON dlak Aocess/US Gold 
OFFER 1 1 RRP 1 4.99. (0 1 %), 20650 
PHttFlT««.Ocear’ 

OFFER J JO, RPP 8.95. (79%} ZQ27C 
FIMFLYdfafc Ocean 
OFFER 10.40, RRP 12.95, (79%v Z027D 
GAUNTLET B sm US Gold 
OFFER 7 r ». RRP 9. 99, (6l %) 2037C 
OAUNTLET II dl*k, US Gold 
OFFER 996, FWP1 1.99, [Sl%] ZD37D 
CHEAT Q4AHA SISTERS ciu GO! 
OFFER 7S6, PHP 9.99. (9$%}, Z062C 
CHEAT QtAHA SISTERS dlak, GO" 
OFFER 9.06, RRP 1 1.99. <96%). ZQ62D 
Chtjor «h. Ocean 
OFFER 7J0. RRP 0.96, (86%), ZDB4C 
HftYZOfl dlak Ocean 
OFFER 10,40, RFtP 12 98, (06%), Z064D 
HUNTER'S MOON cm. Thalamus 
OFFER 7JB. RRP 9.95, (92%), ZQS1C 
HUNTER'S MOON dlak Thai.*- us 
OFFER 11,65 RRP 14.95, {92%), Z061Q 
IKARI WAfWORS »>t. Em 
OFFER TJ6, RRP &.96. (89%). ZD33C 
IKARI WARRIORS disk Elne 
OFFER 11.95. RRP 14.95. (89%), Z033D 
IMPOSSIBLE MISSION II e*a« US 
Cow 

OFFER T.». RRR 6.99, (96%}, Z066C 

IMPOSSIBLE MISSION It dlak, US 

G old 

OFFER 11.69, RRP 14.99, <98%), 20660 

INFILTRATOR l| bmvm. US Gold 
OFFER 7.69, RRP 9,99, |B1%).Z«0C 
INFILTRATOR W dlak. US Gold 
OFFER 1 1 .96. RRP 1 4.99. (6 1 %}, 20600 
MACMSTROM ca*a FtreOIrd 
OFFER 7.20, RRP 8.96, (87%}, Z0S8C 
MAGNETRON dlak, FketWd 
OFFER tl.Sfi, RRP 14.95. (87%), ZO30D 


MATCHDAY H Ciu Ocean 
OFFER 7,20. RHP 0. 95. <90%), Z05QC 
HINf-PltlfT o*aa, Accolade 
OFFER 7,95, RRP9 M. (78%), Z039C 
MINI-PUTT dtak. Accolade 
offer 11,95, RHP 14 95 , (70%). Z0&9G 
NORTH AT AR ciu. Gremlin Graphica 
OFFER 7.66. RRP 9 93. [77%). ZWOC 
NORTHS TAR dlak. Gremlin Graphics 
OFFER 11.66. RRP 14.99. (77%), Z0400 
P AC LAND eata, QuicksiNa 
OFFER 7.9S. RRP 9,95. (92%). Z041C 
PAC LAND dlak Quicks. ^ 

OFFER 1 1 .95. RRP 1 4 .95, [92%L Z041 D 

PLATOON MU Ocsar 

OFFER 7.98, RRP 9.96, (94%). Z031C 

PREDATOR ail, Anlivision 

OFFER 7.96 . RRP 9.gfl, (90%), ZOftBC 

PREDATOR dlak. Activltign 

OFFER 11.69. RRP 14.69, (BQ%), 202&0 

PROFESSIONAL BMx SIMULATOR 

FHt. Cadamaslers 

OFFER 3.99. RRP 4.99, (76%}, ZQ42C 

PROFESSIONAL KMX SIMULATOR 

dlak, CotfemaatBra 

OFFER 3,99. RRP 4,99, (78%}. Z04ZQ 


PROJECT STEALTH FIGHTER dlak. 

MiCroprose 

OFFER 15,95 RRP 19.95, (96%}, 201 30 

ROLL INC THUNDER mm US Gald 
OFFER 7.99, RRP 9.99. (76%). ZG43C 
ROLLING THUNDER dlak, US Gold 
OFFER US. RRP 1 1.59, (76%), ZQ43Q 
SJUBURAI WARRIOR t*a< , Firebird 
OFFER 7.20 RRP 8.55, (91%). ZD44C 
SAMURAI WARRIOR dtak. F , rebird 
OFFER 11.65, RRP 14,95, (01 %),Z044D 
SKVFOX N CAM, Electronic Vfe 
OFFER 7,95. RRP 9,95, <57%). Z045C 
SKVFOX II dlafc. Etectmnlc Arts 
OFFER 11.95, RRP 14,95, (67%}. Z04SD 
SOKO-SAN dlak MkrtreoH 
OFFER 10,44, RRP 12 . 99 , (ai%ft,Z024D 
SOnCHON LOAD dlak, P&S 
OFFER 11,99, RRP 14.99, (85%). Z&63D 
STEALTH MISSION dlak SubLOGIC 
OFFER 15.65, HRP 19,65, (89%), 2046D 
STRIKE Fleet dlak, Electronic Ana 
offer 11.65, RRP 14.65. (36%), Z020D 


•HFAiSdLOTlI 


/ \ 



Wk 


TAftCET NKHEQAD E cau smagma 

OFFER 7,20, R RP 0,95. (84%). Z087C 

TARCET NENEGA&E dlak. Imagine 
offer 10.40, RRP 12,95, (04%}. ZO07O 
TASK HI e«*>. Databyte 
OFFER 7.68, RRP 9,95. (77 %}, Z047C 
TASK IB dlak, Datable 
OFFER 11.98. HRP 14.36, (77%), Z047D 
THE CHERNOBYL SYNDROME cau 
US Gold 

OFFER 7.66 . RRP B.99, <K%). ZO40C 

THE CHSRHOBVL SYNDROME dlak 

USGcid 

OFFER S.M, flHP 11.39, <88%), Z048D 

THE HURT FOR RED OCTOBER »aa, 

GrBrvd Slam 

OFFER 11.95, RRP 14.96, }8l%l, ZCW6C 

THE HUNT FOR RED OCTOBER dlak 

Grgnd Slam 

OFFER 15l& 5, PRP 19.S&. (0 1 %j, Z049D 

THE TRAIN un Eiedrenic Arts 

OFFER 7-9&. RRP B.&5, <87%), 202 TO 

THE TRAIN dlak. Electronic Ana 

OFFER 11.96, RRP 14.95, (07%J,ZQ21D 

THU cau. Detahyte 

OFFER T.fifi. RFIP9.95, (07%}. 2B22C 

TRAZ ddk, Databyle 

OFFER 1 1 96 RRP 1 4 .35, (07%), Z022D 

VENOM STRIKES BACK uu, Grem 

tin Graphic? 

OFFER 7.69. RRP 9.99, (70%), ZD85C 

VENOM STRIKES BACK dlak, Gremlin 
G raphic .? 

OFFER 11.09, RRP 14.69 179%), Z0630 

4TH A INCHES cut Accolade 
OFFER 7.09. RRP6.99, (30%), Z01K 
4TH 1 INCHES dlak. Accolade 
OFFER 11.99. RRP 14.99. |90%], ZQT6D 


ADVENT U ft ES 

HORDE UOHE Cl ZB dlak, Ir.Tocom 
OFFER 15.95, RRP 19,95, (84 %), Z0S6D 
DE JA VU m*k. Mindscaue 
OFFEH 11.65, RRP 14,95, (01 %). Z058O 
JACK THE RIPPER uu URL 
OFFER 7.65, RRP 9-96, (78%), Z&53C 
JACK THIMPHU dlak, CRL 
OFFER 11.95. RRP 14,95, (7B%}.ZQ59D 
JINXTEH. dlak . Rainbad 
OFFER 15.95. RRP 19.05, |83%), Z057D 
SHERLOCK dlak. Inform- 
OFFER 1 S.&5, Rflp 1 B.35, (81 %), 2)052 D 
Wt lW XK, cm, Top Ten Software 
OFFER 1.69,(49%), Z055C 
TIME AND MAOIK uu LdveJ Nine 
OFFER 1 1 ARP 1 4.65. (68%}, ZO60C 
TIME AND MAOIK dtak. Level Nine 
OFFER 15.9$, RRP 19,95, (60%). Z06BD 
WEREWOLF SIMULATOR «au Tap 
Ten Software 

OFFER 1,99. (56%) r Z0S4C 

WOLFMAN oeee. CRl 

OFFER 7.65. RRP 9.90. (76%). ZQS3C 


BUDGET 

RANGE 

order fouf games w the £199 
Range and pay for three (£f,9? 

PA YMENT TOTAL) - A SA VING OF 
£t,.W 

ORDER FOUR Games tN THE £ 2.99 
fiANGE AND PAY FOR THREE (£6.9? 
PAYMENT TOTAL) ~ A SAVING OF 
C2J91 

JUST RILL IN THE NAME AND PUB- 
LISHER OF THE FOUR GAMES 
REQUIRED AND THE PA YMENT 
TOTAL Of£$,97/Ea.S7(DONTUSE 
THE OFFER PRICE TABLE) 


APART FROM OUR HIGHLY RECOM- 
MENDED GAMES LIST, YOU CAN 
ORDER ANT GAME RELEASED BY 
THE MAJOR SOFTWARE HOUSES TO 
DATEQH CASSETTE OR DISK. 

OUR OFFER PRICES ARE VAiJD FOR 
ANY FULL- PRICED GAMES AND 
INCLUDE FIRST CLASS POSTAGE 
AND PACKING- NO OTHER EXTRA 
CHARGES 

LOOK UP THE PRICE OF EACH GAME 
IN THE OFFER 7A0LE, ENTER THE 
OFFER PRICES ON THE ORDER 
COUPON, THEN ADD THEM Up , 
ORDERS FOP TITLES WHICH ARE NO 
LONGER IN DISTRIBUTION WlU. BE 
RETURNED. 

™ MALL BE REGULAR!. Y NOTIFIED 
OF ANY DELAYS CAUSED BY LATE 
RELEASES, 

SOFTWARE OFFER 
PRICE TABLE 


RRP 

OFFER 

SAVE 

4.99 

3.99 

1.00 

5.95 

474 

1.20 

7.95 

6.40 

1.55 

7.99 

6.44 

1,55 

8.95 

7.20 

1.75 

8 99 

7.24 

1,75 

9,95 

7.95 

2.00 

9,99 

7.99 

2.00 

11.99 

9.99 

2.00 

12,95 

10,40 

2,55 

12,99 

10,44 

2,55 

14.95 

11*95 

3.00 

14.99 

11.99 

3.00 

19.95 

15.95 

4.00 

19.99 

15.99 

4,00 

23.00 

18*40 

4,60 

24 95 

19.95 

5,00 

28.95 

23.15 

5.80 

29.95 

23.95 

6.00 

34.95 

27.95 

7.00 


HOW TO ORDER: 

write required gameisj on 
order list, including media 
type AND ORDER COOS (WHERE 
LISTED), 

IF OFFER PRICE HOT INDf- 
CA TED, CHECK IN AD OR REVIEW FOR 
CORRECT RECOMMENDED RETAIL 
PRICE (RRP) 

LOOK UP SPECIAL OFFER PRICE AND 
WRITE ON ORDER FORM. 

ADD UP total AND ENCLOSE 
CHEQUE OR POSTAL ORDER OR 
4L TERN A J7VEL Y USE ACCESS/VI$A 
FACILITY I DON’T FORGET TO INDI- 
CATE EXPIRY DATE!) 

REMEMBER 

games orders require order 

CODE OR MEDIA TYPE AND COM 
PU7ER GARMENT ORDERS ORDER 
CODE OR GARMENT SIZE. HARD- 
WARE ORDERS ORDER CODE. 
INCOMPLETE ORDER FORMS WILL 
BE RETURNED 

PLEASE RINQ (OSSA) vmtF W 

mm 

PRICE* VALID FUR UK/ElRM/ 
EUROPE ONLY. 

FOR OVERSEAS ORDERS PLEASE 
ADD £2.00 PER ITEM FOR AIR MAIL 
DELiVERY 


DELIVERY: 

HOT ALL LISTED PRODUCTS WILL 
HAVE BEEN RELEASED AT PRESS 
TIME, 

GOODS WILL BE DESPATCHED AS 
SOON AS POSSIBLE, customers 
WILL BE INFORMED OF ANY LONG 
DELAYS, 




SUBS OFFER 


JOIN THE ELITE CLUB . . 

Get your season ticket now lor twelve wonderful 
action-packed issues of ZZAPS64 and pick up your 
free ELITE cassette for a bonus play I Choose from 
BUGGY BOY, BEYOND THE ICE PALACE, IKARI 
WARRIORS and 6 -PAK VOLUME III. The ZZAP164 
subscription will guarantee you twelve addictive 
issues of software news, reviews and excitement 
in the inimitable ZZAPS64 style and will keep you 
up to date with everything you need to know about 
the C64/128 scene. 





O-RAX VOLliflAI HI 

If yOu tan'i make your mind up far any 
single- game, try irrfe onoforstek Contains 
6MDUHO RACER. DRAGON'S LAIR. 
ESCAPE FROM SJMGE‘5 CASUE, 
PAPERBOY, THE LIVING DAYLIGHTS, 
GHOSTS ■N* GHO0UMS 



■uaav nov 

F salon your atml belt lor the ndo u-1 your 
life. Dnvff your Baja Bug along me race 
tree*, jumping obslaotes, running over 
morehMle and tree flumps, passing 
through galas and collecting the duos in 
the specified order. Muster the an of 
balancing your Bog on two wheels? You'll 
get bugged for the nest of your life. 


■CTOHO THi IOC NUtt 

Beyond the Ice Palace and to the North, 
■nsgienti tells of a mysticHi land where 
flrange creatures dwell Recently, lha 
oiiince oi good and evil has been up-set 
and daatnuction anti misery has sal in . The 
ancient and wise sfwits decide to appoint 
a single person to be responsible fur 
reluming \m balance They (jlrjss a 
sacred arrow and shoot i inlo (he air 
whoever Finds b win be faced with on odv - 
nurture of fantastic irrfrortanoe and 
CRASH smashing proportion . , 



j BACK NUMBERS 

■N 

§ 



IKARI WARRIORS 

join the iKAfli WARRIORS in lhe rescue 
of US general Benner and battle Uvrjugh 
fungto wv zt me wrest ai ed with deadly 
guanllas, snail-firing tanks and nu-lDt- 
9p«Wir^heliC0p1«rgurHhlpS/ . . . aryey- 
able mindlaas blasting - aotnstanf action 
shod 'em -up of the highest order . 1 


BACKISSUES ' BACKISSUES ’BW 
BACKISSUES *BACKISSUES*BJXH 

BACKISSUES*BACKlSSUES r BAKK 


No 4 August isoa 

No A September 1 AU 
No ft December 199ft 


No 1 3 April tBU 

1 1 6 pagos' Three Sectors! i 965 tippy Reao- 
ers Award's Results! Mmdsmear Prevew! 
Wild Sounds from your 04 - Oaiei Di#*urn 
AND Sound Samptar reviewed! ZZAPBACK' 
Mor&fflbUioijsCoffloijner artl 


No IT September HSflG 

1 24 pages! TWO Gcffl Medals' Ghosi'rfGob- 
i ns'GAC! FIVE SrzzSera! TheMusiciBn's Other 
Bail CkKnmodOnJ's Must tlrtpanSHOn Sys- 
tem Reviewed! Daiy Llama - Cordusino nf 
theMfllft- Diary- MusL«?Uu'iiOr III 1 Software 
Guiles Special! Uchi Mala P'eMewl 
Z2ARST icki Or « SutM intenfcwedl 22AP 
BACK! 


Ho 23 Mtnh 19S7 

1 16 pages! TWO StEftersl Ptirtsl ReuvewT 
San^feftt^riirSfYiBwed 1966 2MP' 
Reader's Award? Rest**! The Andrew 
BnJyfcrtK* diary Marlal ftoersaton Parr I • 


No 29 h,t«iMb*r tBBB 

124 pages' Brennan begins! ONE Gold 
MecM CaWomig Gamea' FOUR Sczlens! The 
Sega Console' The End nf Tamara Kroghl' 
ZZAPQAOKl Rasier rnlemjfrts DB-MysEified 


No 24 April 1007 

1 1 6 pages! ONE &£zlari SIX Pages uT Coin 
Op Reviews! .Jarred joins' 


No 13 May 19BA 

1 1 6 pages' Alter Ego Gdd MedaP Two 
Beziers' The Daly Llama - Diary of M^rted 
infocom kireArtew Pari i ! P&ace Software 
Interview? Mmcsmear GontBssior! 7ZPP- 
BaCK' 1 Imagine Interview! Index lor Issues t- 
12! 


No IB October 199ft 

1 1 6 pages! FlVF Sirz'ere! Two Readers Battle 
H tha Challenge! Greg BaiWtl WletVtBWecr 
More Compunei art* 


No 19 November 199* 

1 4fl pages! Word Gams? Gold Medan FrvE 
Sliders Dana Four Interview ZZAPSTCK! 
Jphn Twidtiy ln1er.-ew! 22APBACK' 


Ho 2ft May ISftT 

1 16 pages' An Almgsl Full-Cdwr Issue 1 
TWO Smdera! GnjciaJ COrttpilalkJnsCornpari 
sen' FanlastrcOli Frey Pur-Cut Pbflar 
Irriuossblu Mission Pa&l. &&Stor! IntiftK lor 
issues 13-?4I 


Ho 30 Oc tabor 1B8T 

T32 pages ONE Gold Made! B_ab«Bdht4e' 
THREE StotBrs! THREE Silver Medals' The 
Adv-urteed QCPAn stutiic Mental Prccnfia- 
iicn - The End ol ihe Los 1 Mul Croucha anu 
P0M ■ Tt <? Be^nng! Arcada= Analysed' 
Firgi Pan otShool'em up History 


NO 14 Jun* 199# 

1 24 pager; Sptndrzzy Gold Medal! SIX 
Sizztertl Unfowm imwvew Part 2! Slew? 
Evans Interview-' 


HO 1ft July 1 9BA 

1 24 pages L ..ader Board Gdd Medal' FOUR 
Skiers' Buorjet Reviews Sonanza' 
Euramax's Mouse and Gheesu! Mora Daily 
Llama - Mnter Diary! CRL Prevwjyre! 


No fitcambtr i «M 

1 90 pages' TWO Goto Motlaia' Tlte Seninal! 
0«*ierii3ehSlzzlBra3 Firetwd's lebukXiS 
MacromytpTri Drum Kit ne j ^ewed' 


Hal# Juno 1B8T 

I DO pages PLUS SAMPLER CASSETTE! 
TWOSffidorel ZZAf^eACKi ThoT ermnai Man 

II Et]i50tle1! AHrlctyikereGudelDDdu^as 
Adams' Oink^g Curly Tglp' 


Ho 31 November 1 HflT 

14-0 pagrrii! Three SiZlars' Rrel F^rrl gF 
Shoot'am Up Hslpry! AoKJlBde'S Com«' 
RPG'iEryulirxStid 1 Domtal Zcre- Mcrn- 
pfdse Feature! Ubm's MuSX: 


HO 1 ft AOflwOt 1994 

116 pag&5 : Four Sizztsrs! Gontrovarsel Mud - 
oan's Bail interview! Vdcom Art Package 
Reviewed! Da&y Llama ■ Minlar Diary- SAP 
BACK' ruminal Man • Final Epsodij' 


No 21 Xmaa Spoof al 1936/6? 

iy6 p-iiges! fXE Sirziei! Demon Designs 
Revsited Desert Island 5 25' Rocklwd's 
Rourxt-Up' Tan-rare Knigh | ■ Pad ll ZZARI 
Scrapbook! page 202! 


No 2? July 199? 

1 1 6 pages' THREE StiTteesI Arpates 
Analysed! FYiilppalrvir^g'SMarvjeuvreS • I'm 
Reginnngl Tbs Nntr^hdo Cdnsdle! American 
FoOlbaX Rncnd-Upi 


Ho 32 Ofrcemhar Ifi&T 

104 pages- ‘HREE Gold Medals' TH FtfF 
Szzlers! US-bit Special' PVioJLltOr F,|m 
Expose- PCW Show Report 


No 22 r*bnuHTr t bbt 

1 32 pages! Over FIFTY Pages of Reviews! 
FIVE S^zjters'Keie-UnePrpNei 


Ho 2ft Avitift 1997 

1 1 6 oagaa! Pane lea vae! -Ot^ Gold Medal! 
Head Ov<r Meets' THREE Siizters' Behind ihe 
Scenes at me Lrving Daylighls' The Mini Gffica 
HI The Szapiiory we Results 1 Z2APi 1 5 ihe 
C16 scrutm^ed 1 


No 33 Xm» Spoclal 199T/9ft |Jbn- 
UOfy 1999} 

I9fl pages! E1QKT Stutters' A Day At TV* 
ArcadOS! GrtJCHl Ccfriiilalicns! Co ver Art 
Fab_to*js Gtsact Pdsien a MuskmI lnreriude J A 
Sei'raole Guide To Correlructicr.' 






ORDER 

FORM 


SUPERSTORE 


I want to subscribe to 1 2 issues of Z2API64 and receive 
my free ELITE game. 

H I've already got aZZAP! subscription, end it is running 
out soon I extend it for a further twelve issues - and still 
get a free cassette. 

If I am e current subscriber, but do not wish to extend 
my subscription, I can still get a cassette for an amaz- 
ing £4.95 ~ a special subscribers discount price! 
Please tick the appropriate box; 

□ ^enclose £1 8.00 for a new ZZAPl subscription (UK A 

□ I enclose £25.00 for a new Z2AP! subscription 
(Europe) 

□ I enclose £38 .00 for a new ZZAPl subscription (O ver- 
seas) 

| I enclose £4,95 for the special subscriber cassette 
offer. 


0 


f am a new subscriber 
I am an existing subscriber. My subscription 
number is I T 


n 


Please extend my subscription starting with issue 

N *m 

Please send me: 


BEYOND THE ICE PALACE 
BUGGY BOY 
IKARI WARRIORS 
6- PACK VOLUME IH 


EARLY WAR*|f KG: 


If you wish your sub to commence with Issue 40, we 
must receive your coupon no later than 22nd June. 
Please allow 28 days for your free game. 


lA(KtSSl 

wifKSSi 

'AbSSUES*BACKI8SUES*BACKlSSUES*BACKIS 


The Special Software Discount Offer Prices onfy apply to 
recommended retail prices for software, not to already high- 
lighted, discounted special offers, hardware and other 
goodies. No other discounts may be applied. 


A CKIS 
4CK7S 


Ha WFsbruary IfW 

1 06 pages' FOUR Sizzlera' Fty*ig Tonight! 
Predator Pul-Out Poster! A Sensfcie Gucte 
Td Cor* t ruction Ran II- Amiga Aclicn! Gtervs 
Resufts* 


NO 33 March 11 £0 

1 1 6 pages' ONE Gc*d Made l> ONE Stator! 
ATOlhar Day At The Arcades Pa?1 III' Vsfcf-. 
lino's D&y PUI-Out Ptjglgrl Th& Futuna Ctf 
Compclars - Alrxik at Sci-Fi Rtnal El«ctror*c 
tnagcrv ■ digital Returns Interview 


Mo H April IBSfi 

1 18 pages TWOSizzleni' ifi pagu Amiga 
wpptarrwrtt ZZAPl Reactors Awards 
Husults,! WalHer'a Way - New Oaryaffl Game 
senes! Budget Ts-.t 

NO 37 Moyiaee 

1 1E pegesl THHEE SizT-^gl IS page ZZAPl 
FlPy MEGA-SPEClAL Mel CroucBars look 
•no Stwhilufle Ci the software- industry* Amiga 
Action! Walker's Way Pan 2! 

Nose Am* isea 

1 1 6 page*! ONE Gotl Medal! QW= SiZler ! 
Amiga Action' Wafer's Way Part 3 ZZAPl 
Mege-indacKi Another Crucial Ccmottarkn 
Comparison' Mel Crouchs: 's Hack To The 
Future Part £| Budget Teat! 


CODE 

ITEM 

CASS' 

DISK 

PRICE 



1 










































TOTAL 




SUBS TOTAL 



BACKISSUES TOTAL 



ORDER TOTAL 



MY COMPUTER IS: 



Name 

Address 


Postcode 


Hease make chequa&fccstal orders pay able to ZZAPl It is bast to a vud sand - 
mg cash payments. Ptease DO NOT erctosa ANY order with mail to the EDITQ- 
PFAL side of tho magazine as this wiU result in DELAYS! Sand your orders to 
the address below. 


NORMAL SACK ISSUES £1 .20 (Indues P m 
XMAS SPECIALS El .95 {Inolusn* PfiPj 
OVERSEAS PLEASE ADD EG. B0 TO ABOVE PRICES 
SPECIAL QUANTITY DISCOUNT: 

Order any four Issues and knock 4 Op off ttw TOTAL COST 
Order any five Issues and knock 20p off EACH ITEM, 


X 


Please supply the following BACK NUMBERS (Circle 
required items); 

4 5 8 12 13 14 15 16 17 IS 

19 20 21 22 23 24 25 26 27 26 

29 30 31 32 33 34 36 37 38 


O I eoefose a chequevp.o. for £ 

□ I wish to pay by V1SA/AC CESS (DeicHe as appropriate 
Prease det>rt my VISA/ACCESS ACCOUNT £ 

Please charge my account No 





□ 

me 

W 


"'ll 


Expiry Date 


Signature 



SEND THIS FORM TO 

ZZAPl SUPERSTORE, POBOX20, 
LUDLOW, SHROPSHIRE SYS IDE 





WALKER'S 
-W ► A < Y- 


By Martin Walker 


Month four: the story so far - 
Harold has met Daphne while on 
a Ashing trip in the country, 
They've sworn their unrequited 
love for each other arid plan to 
get ma r r J ed a n d I 1 v e a Life o f bliss. 
However, Pablo (the half caste} 
has traced them to the small 
hotel in which they're renting 
rooms. Unbeknown to our hero 
he has taken an adjoining room 
and plans to surprise them when 
they return. Little does he realise 
that Harold has returned to Lon- 
don unexpectedly after receiving 
a mysterious call in the night. 
Da phne has fallen from her horse 
while out riding, and is being 
tended in a crofters cottage by 
the local doctor who happened 
to be passing at the time. Mean- 
while we join Harold at an 
address in Knightsbrldge , , . 
Wakeup * » . Wake up Martin . , , 
WAKE UP MARTIN! It s time to 
write your diary! 


Monday April 18 

Well, it r s been a funny month. After yet 
another compliment to Rob Hubbard in last 


months diary I got 10 thinking that writing a 
music player might be a sensible idea, now that 
he has moved to sunnier dimes. So, to cut a 
lung story short, this month has been spent 
mostly away from the game and into aural ter- 
ritory (ears to you). 

Since this entailed many days of faruw beat- 
ing monotony as I grappled with the idiosyn- 
crasies. of variable depth vibrato and pulse 
width modulation, l J vc decided for this month 
only lo adopt a free form approach to thediary, 
a nd only w rite when some th ing more ini eiesi- 
ing happens, Dun't worry coders, the game wilt 
be back with Us bit-twisting and byte- shifting 
nest month. So. pull up a comfy chair, Ruff up 
the cushions and relax. Off we got 


Tuesday April 19 


Have you ever attempted to order software 
over the telephone? Nut with a modem I has- 
ten to add, but simply using a credit card to get 
a new tide that either hasn't arrived In the local 
shops yet (and maybe never will]} or to take 
advantage of an u nmissable discount price. 
Well it's not always quite as easy as it sounds, 
I tried it this month. One morning l decided 
that I just had to get for mv Atari ST. My 
64 software is always obtainable locally, but 
finding ST titles is tricky to say the least. Any- 
way, I ordered said title and sat back. 

Three days later l telephoned again to find 
out why it hadn't arrived, and discovered the 
sneaky bit. The number for enquiries is differ- 
ent, and it takes an hour to get through. No. 
the person who told you it was in stock could 
not possibly fta ve known - th e wa refto u se is a E 
another address. No. it wouldn't be sent out 


next day— it lakes that Long for the warehouse 
lo have your order passed on'. 

After five days of patient waiting I thought 
of sleeping on the front doormat -but I didn't 
Wa n l lo wake u p an d fi nd a le iter i n my moi 1 1 h , 
Anyway, the package finally arrived seven 
days later, addressed lo Carl ten ham in 
Gloucestershire. No, 1 haven't heard of it 
el the r . To m ake the sto ry even sil li er , (wo da ys 
later my credit card receipt arrived separately! 
The mural Of this tale is that once y ou find a 
speedy and reliable mail-order supplier, don't 
be tempted lu go lo somewhere else just 
because Ehey're 50p cheaper— it would cost me 
more than 50 p to replace all the hair [ tore oul 
wailing! 


Thursday April 28 


A chance to restart the normal diary formal - 
afte r t h ree weeks of ach mg ea rs a nd t witc h i ng 
eyeballs the music player is finally complete, 
oral least in a suitable slate to start writing 
music. Using it is by far the best way to find 
where improvements may be needed. 

There are ewo things that always appear at 
the lop of the list if you. hope to produce music 
for other people's games — the size of the code 
(Tve only got 2K of spare memory left and I 
must have a 20 minute in -game soundtrack'} 
and how little processor time it takes up (Tm 
running 1 00 enemy bullets on the Interrupt - 
but there's only 8 scan lines left to run sound 
effects and music! ). Spending four hours and 
managing to trim 1 ft bytes off the length of the 
code and I scan fine off the interrupt time is 
rewarding in the end, but not much fun to read 
about. I've now finally returned calmly from 
my ordeal, but the household is much noisier t 


Friday April 29 


A great s r an for th e m u sic player - heavy rnetal 
guitar, with whistling harmonics and bending 
strings. I'm pleased withthesnare drum sound 
as well, as this is the backbone of most game 
music. The first piece is well under way, and 
small refinements can now be made lot he code 
to make it easier to work with. The first one 
came today when u was discovered that 64 
by(es fora sequence is sometimes not enough, 
so the entire memory map had to be reor- 
ganised and. all table references revised (There, 

I told you it would have been boring to hear a 
blow by blow account of the everyday 


► As y<*t unnamed , , „ 












activities!). When at] the pieces of music for a 
^jnie are complete the code can be compacted, 
so not a byte will be wasted, 


end result is good. It's only tike using a sequ- 
encer or a drum machine -the musical part es 
knowing what to type ini 


Saturday April 30 


Monday May 2 



► Martin 'a game 

begins to 

taka shape , . 


A slow stars - the volume control on my 
amplifier finally needed sorting out before 
music writing could commence dial! today. 
You know how it goes. First the control crack- 
les a bit when you turn it, then if you leave it 
for long en oughlt wilt even in a N y d e ve lop one 
or two spots where the sound cuts out 
altogether. Well, has anybody ever bad one 
like mine that has been left crackly for so ' 


Today is a bank holiday, and also Belinda's 
birthday, so I ve prom ised not to s witch nn the 
computer aEJ day. 


Tuesday May 3 


The hrst piece of music got finished todays I'm 
well pleased with it. Anybody fancy heavy 
metal title music Fnrtheirncxt game? 1 resisted 


that it refuses to work anywhere on its rota- 
tion? ft s a good job I used to be in electronics 
- I unearthed a suitable replacement from my 
bits box and soldered it in and for the first time 
in months 1 coul d have music a t any vol u m e - 
not just where the crack k free spots were. 
Bliss! 

The solo section of the piece took shape quite 
Quickly. With two lead guitars it sounded a lit- 
tle like (he old Wishbone Ash - anyone 
remember them? Incidentally, talking of 
guitars, did you know that the Sensible Soft- 
ware crew are also musicians? The music for 
W&bali (by Martin Galway J believe) also has 

some rather tasty riffs hidden In the game (and 
I don't mean scratch 'n' sniff packaging for 
computer games - now there's an ideal Hang 
on a while I fill out this copyright application). 


Sunda y May 1 

1 wish 1 con lid use the filter a bit more. Commo- 
dore in their infinite wisdom decided la lit 
components which give a 20 % variation in 
filter frequency between different 64 5 . This 
means that a filtered sound that sounds won- 
derful on one machine may he inaudible on 
a n other, T ry listen irtg, t a a wd I k no wn ga me on 
a friend's machine - you may get a surprise! 
Archer Maclean tells me that Imcmatwnat 
Karmt on my machine misses out many of the 
bass notes because of this, Anyone would think 
it was my fault! Many computer musicians 
refuse to use the filter at all because of this, as 
it can wreck the sound balance. 

The alternative is to come up with ways of 
modulating the sound using different 
waveforms with time, or changing the note 
itself as ft progresses. My 'heavy metal guitar' 
sounds a higher harmonic for a fraction of a 
seen ndasihe not c starts, to si m ul a re 1 he at tack 
thatyou get usinga guitar plectrum at high vol- 
ume with overdrive (on the guitar you fool). 
Using the plectrum at different points along the 
string encourages different harmonics to 
bound!. When you know what you're doing 
you can consistently get those amazing high 
pitched feedback notes like Van Halen (not me 
-I only play keyboards and the fool). The great 
thing about computer music is that 1 can hit 
them every time while playing a frenzied solo. 

[ work it all out on paper first. I suppose that's 
cheating really, but who cares as tong as the 


the temptation to add those predictable Synth 
drum patterns. You know the sort of thing I 
mean. Dibby ■ di bby -dobby -dob by ■ du bby - 
dubby-blal! 1 spent my time on getting a good 
snare sound, as in most cases this is all you need 
to add punch. The characteristic sound of the 
snare drum comes from the rattle of the snares 
against she bottom head. Ef memory serves 
well, most drummers seem to tunc the two 
heads something like a third apart, so overall 
there are three sounds to simulate. The best 
sound 1 got rapidly swaps the waveform betw- 
een a triangle and noise, to get the head sound 
and rattle going together. ” 

Mostly It s down in experimenting, unless 
you want to go the whole hog and use a sam- 
pled sound, and these eat memory and proces- 
sor time. This Is all right for a title screen bin 
more rarely used during a game. Me, $4 
Apocalypse is a worthy exception, a nil very 
nicely done loo! Atypical in-game sample, for 
example a digital grunt in ftf+, might need to 
have its sample updated 15000 limes a second 
(that's 100 times every TV frame!). Although 
the act ual code 1 0 do it each time is very slio rt , 
it's unlikely to leave enough time to scroll the 
screen as well, so don't expect many sampled 
sounds in shorn 'em ups, not on the 64 any- 
way! 


We dnesday May 4 

Another day spent Updating the sound effects 
in Armalilc. 1 suspect that by tile time it's 
released it will render most other progressive 
shoot 'em ups totally obsolete, Never before 
have I seen so many moving sprites on the 
screen at oncel it makes you wince when a new 
alien formation comes on screen - and that's 
even before they start firing back! 

Out came the sound effects editor. It s 
st r angc r h a l since so m uch li m e ha s bee n spen t 
with music this month that even the effects arc 
ending up more musical. Eight more alien 
firing sounds blasted their way from the speak- 
ers before I retired exhausted for another cup 
of coffee, and a re -bore for my ears. 


Thursday May 5 

Back to the music player. The second piece is 
off to a flying st art with a haunting main theme 
and some strange backing 'instruments'. 


Because the sounds can be changed m pitch 
during their duration it s possible to produce 
mu I c ip] exed cho rds by swapping between sev- 
eral notes every 50th of a second (all hough this 
produces disturbing low frequency rumbles 
unless you're very careful). Another new 
breed of sounds fas far as I know!) are 'two- 
tiered 1 sounds which start on one note and 
continue on another. Both techniques produce 
the effect of more than the usual three chan- 
nels playing, and fill our the sound very effec- 
tively. 

It's great to be using my old keyboards for 
work again - they may not be M ID! (U wasn't 
even thought of when they were purchased) 
bu 1 they ' ve be en we ll played -in du ring the t en 
years or so I was involved with bands before 
tny computing bug struck. After blowing a way 
the dust and cobwebs I'm blasting forth in ear- 
nest, and with the 64 music roaring out of my 
stack' JS well I'm having to think about com- 
plaints from the neigh hours about noise fot the 
first time in ages, Creal stuff! 


Friday May 6 

A hearty thank you to all those readers who 
voted Hunter's Moon into the ZZAP! Readers 
Chans recently, especially so for the mammoth 
leap of 1 1 places up the ratings in May's issue, 
it's nice to know that you enjoy playing It, If 
the interest is there, tfien there's always the 
possibility of another 12& levels or a construc- 
tion kit in the future. 

Hack to work, and a new instrument for 
piece two .again using the two- tie red system, 
it really sounds like several people playing at 
the same time. Fhe nicest thing about ail these 
discoveries is that they don't only apply [n the 
SID chip — all could be used in music players 
designed for other machines too. Who knows 
what machine I might end up working with 
and writing for in the future? 


Saturday May 7 

A whittling operation took place this after 
noun. After a sudden insight into a different 
way of producing vibrato (frequency wobble) 
3 set to and managed to trim about 20 % off the 
maximum processor time taken by the music 
player when all three voices are 'wobbling'. 1 
suppose the technical boffins would call it an 
optimised algorithm. The longest time ever 
taken now is about 26 scan lines (just over 3 
cha r act ers dee p) on th e i nt erru pt , Even if I put 
the music player on a starvation diet I doubt 
that much more could be tweaked off, but 
looking ai the time taken by some other 
people' s routines I don't somehow think I need 
worry about ItE 

Another voice and theme for piece two 
evolved in the everting. This one definitely 
sounds as if it escaped from a Peter Gabriel 
album - unison wood chimes in a repeating 
rhythm. It's amazing just how many new and 
different sounds are possible On the 64, Why 
didn't I do this last year? 


S unday May 8 

Yet more sounds! A multiplexed chord using 
one channel, and a new smooth bass sound (at 
least it was designed with that in mind, but it 
wlII probably be used at higher frequencies for 
other things). The piece two continued, and 
grew into something 1 wasn't expecting. 

At first, when the multiplexed chords were 
added to the unison wood blocks, it sounded 
really big. Then the masterstroke - a riff that 
sounded like four instruments at once, it 
sounded bigger and bigger as the piece went 
on. and when I introduced double speed bass 
with iii-hat as well it suddenly dawned on me 
-Tubular Bel 1st Not a ripoffofthe riff, but that 
lovely section where Vjv Stanshell introduces 
each instrument in turn, and it grows and 
grows. Although there are still only three 
channels on the 64, towards the end it really 
docs give t he i m pression of abo ut eight Lnstru - 
mtnts all playing at once! And with that 
rewarding thought this month's diary must 
lade into the sunset. 
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YOUR SEARCH FOR THE ULTIMATE 


A head of sweat gently strokes your 
brow. Fingers tortured with anticipation. 
Eyes riveted to the screen. Nothing can 
stop you now. The record score is one 
carefully aimed F16 missile away. Ready, 

Aim, Fire! 

Oh no! ...... missed. 

If you live and breathe Personal Computers 
there’s one event that shouldn't be missed 
Personal Computer World has always been 
the target for people wanting to see the very 
best in leisure computing. But this year 


we’ve set our sights on making it even bigger 
and even better 

lb reflect this new direction, we've also 
retifled the event 'The Personal Computer 
Show’ and moved it to Earls Court, London's 
premier exhibition centre. 

Inside the specially allocated Leisure Hall 
will be assembled all the leading companies 
from the UX and overseas. Showcasing the 
most dynamic and exciting games software 
on the market 

There's simply no better way of getting your 


hands on the very latest technology. Feel free 
to try the games yourself or to see how the 
experts perform live on the gigantic Pepsi 
video wall at the National Computer Games 
Championship. 

There will also be daily Personal Computer 
Conferences covering topics from small 
business to music, to help you get more from 
your computer. To obtain more information 
about the conferences please call 
01-948 5166. 

So if you think you've given the current batch 


TAKE THE PEF*SI 


CHALLEHQE WITH 



ANE 


The Personal Computer Show is presented by Personal Computer World a V.N.U. 





W ta 



: IN ENTERTAINMENT ... ENDS HERE 


ID 


of games your best shots, come to the 
Personal Computer Show and discovers new 
world of excitement. 

To attend on the public days either (16th ; 

17tli or 18th September) just complete and 
return the coupon with a cheque/postaJ order 
for £3.00. To make a credit card booking, 
telephone the Keith Prowse Personal 
Computer Show ticket office on 
01-741 9999. 


r 


Post To: Hie Keith Prowse Personal Computer Show 
Trchet Office, PO Box 2, London WG OiQ. Tel: 01-741 9999 

Pl&ase send me my tickets) to the Personal Computer Show 
Ho of Tickets 


Name. 


Address. 


i ENCLOSE A CHEQUE/POSTAL ORDER FOR £ 

Lhdti ISl mil nri be wjmirtld on the 14th unJ tyrimte II ftfse djw are ? irlus-vt> tal'j.dr and 

Bwina&wsitors. 

IWer 3Si iVill nrf btifanmtl In tin bus'^esi hid 


Buim* 

Utor! 




m AT the personal computer show 


fhe feiih Prowse Personal Conpvtef Show Ticket Off** PQ &ra 2 London WG OLO fel: 0: 741 9999 


••Miration Organism; Montbuild Ltd., 11 Manchester Square, London WlM 5AB. 









As usual, the quality of Amiga soft- 
ware this month veers between 
mediocrity and brilliance. The 
most outstanding is Firebird’s 
long-awaited conversion of The 
Sentinel. Tagged onto the basic 8’ 
bit concept are a HELP function 
{an overhead view), more colour 
and a much faster screen update. 
The unusual optional soundtrack 
is disappointing, but the sound 
effects are brilliantly atmospheric. 
It's by far the most polished and 
frenetic version of this highly origi- 
nal and classic concept, 

From Grand Slam Entertain- 
ments comes an interpretation of 
those Hanna Barbera Prehistoric 
Americans r The Flintston&s, It's 
set over four scenes which involve 
painting, finding Fred 'scar wheel, 
spending a night at the bowling 
alley and rescuing Pebbles; none 



of which offer very much depth or 
playability. The graphics and 
sound are both uninspired, and the 
tedious game-play does iittle to 
encourage lasting interest. 

Rainbow Arts' latest forays into 
the 16- bit field have produced one 
average and one excellent game, 
the first of which is the upgraded 
8-bit Breakout variant. Jinks, The 
graphics are colourful, the scrol- 
ling smooth, and the music impre- 
ssive, but the lack of levels (only 
four) and the very limited action 
result in the game losing appeal 
very quickly. 

The second is Great Giana Sis- 
ters: released by GO!, it’s a 
shamelessly superb interpretation 
of the brilliant coin -op, Super 
Mario Bros. The player guides 
Giana Or Maria across 32 levels Of 
a dreamworld populated by hostile 
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lobsters, bouncing blobs and 
other terrifying (but cute)- crea- 
tures. Boasting arcade quality 
backdrops, appealing music and 
immediately compelling gamep- 
lay, it's one that shouldn't be 
missed. 

US Gold 1 s con version of Rotting 
Thunder is a barely mediocre 
attempt: the arcade music Is 
nearly all there, but the graphics 
leave a lot to be des ired .The scrol- 
ling is jerky, the characters slightly 



biocky and the backdrops fairly 
bland: more detail and action 


would have improved the basic 
(but compelling) action. 

The 1 G-bit version of Sensisoft's 
classic WizbaU boasts graphical 





Slllflli 


N8BB 


I 4BBBB; 
SBSffQfT 
■bbbib 

IBffflBB 
* 0B fl BEl 


UlUMMtilJ 


improvement but a less playable 
game. The sound effects are 
excellent, with effective drum beat 
laser fire, but the music isn't as 
appealing as the 64 version. A 
combination of the small playing 
area, lack of rapid firepower and 
some annoyingly fast alien pat- 
terns tends to make games short 
and sweet. With two players it’s 
quite enjoyable, on your own it's 
annoying. 

Pink Panther has arrived on the 
Amiga courtesy of Magic Bytes, 
but doesn't quite achieve the 
licence's potential. It's a two-way 
horizontally scrolling arcade adv- 
enture in which our bendy pink 
friend attempts to rob a house 
whilst its owner is asleep. How- 
ever, a combination of dull presen- 
tation seq iiences and a fiddly con- 
trol method weakens the gairtep- 
lay, 

Th&xder. programmed in Japan 


and released by Sierra, is a four- 
way scrolling shoot 'em up, the 
player taking control of 3 trans- 
former robot in multiple attack 
scenarios. Although its graphics 
and sound are very simple, the 
game is quite compelling because 
g 1 the ability to take control of an 
android or jet against 20 different 
kinds of alien. It's not bad, but for 
the price it would be better to take 
a look first. 
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COMPUNET 

OFFERS 

The latest buzz from Compunet is peak logon time , . , Meanwhile, 
that their rates are now on special for all you fans of CNBT, and any- 
offer for a limited period. For only one else who's interested, keep 
£26,90, apart from the basics, your eyes peeled for somethin c a 
you'll gel a free Modem and a quar- little special in next month’s 
leriy su bscription for unlimited off- 7,7 AF ! 


Marshall VicGraw, that Master- too tin is promised; if it’s as funny 
tronic Imjuts.whlr \tisxun i as (he first, there should he >ome 

kKikaJikc, ts to sis-guu Ins hootin' loo. Lit her wny. the game 

way hack to the M in Kant' U will sell for £1 99 and will be 'avail a- 
Pkntv of shtwuin', tootin' anti hie soon. 


A BUNCH OF FIVES 


Virgin’s current crucial compila- 
tion is Now Games 5, comprising a 
collection of the good and the not- 
so-good, Mere they are in alphabet- 
ical" order for your delectation: 
International Karate (91%. Issue 
14), Hacker U (88%. Issue IS), 
Prohibition {49%, Issue 30), Rebel 


(61%, Issue 29), Street Hassle 
(80%, Issue 32), Kai Trap (55%, 
Issue 28), It’s not the best Now 
Games compilation around, but for 
the price of £9.95 on cassette and 
£14.95 on disk, it’s well worth a 
look. 


Already a hit on the Spectrum (it 
was awarded a CRASH smash way 
hack in June, 1986), Knight Tyme 
is due for a Commodore release 
very shortly. Wrested from his 
home in 13th Century England, 
Magic Knight finds himself trans- 
ported onto ihe deck of an inter- 
galactic star cruiser in the 25tti Cen- 


tury. The same Windovision sys- 
tem adopted in the previous MK 
games is applied here, as thechival- 
ric chevalier attempts an escape. 
First of all, however, he needs an 
ID card . . , 

Knight Tyme should appear 
some time this summer and will 
cost £2.99. 


BRITAIN'S BRIGHTEST COMMODORE M0WTHLV1 


MICROCOSMIC 

PROSE 


The latest news from Microprose - 
publishers of brilliant simulations 
such as Project Stealth Fighter and 
Gunship - is their joint marketing 
deal with American publishers, 
Cosmi Until now the American 
company’s British releases have 
been handled by US Gold, but they 
now feel their ‘new and sophisti- 


cated packages' would be more 
suited to Microprose's style. 

Ihe fruits of this labour will 
appear in three new gamesover the 
coming months: Defcom 5, The 
President is Missing and Super 
Huey HI. Watch these pages for 
more details! 


WHAT’S 


IG GEORDIE SOFTIES 


Tynesoft, those popular people 
from Paul’s patch are due to release 
the third and la lest In their Four 
Great Games series. The only one 
of this queer quartet reviewed in 
ZZAPf is Miltro-Gen’s 
(83%, Issue 18), a pretty smart 
flick -screen arcade adventure 


involving some devious puTxles. 
For the record, the others are 
Mousetrap. Big KQ V and 
Da rksyde : reta il ing at £3 .99 on cas- 
sette and £5 .99 on disk , they' rc cur- 
rent ly available at your local soft- 
ware stockist. 


ENCORE UNE FOIS 


Elite have at last entered the 
increasingly competitive and cur- 
rently hyperactive Commodore 
budget market with a new label, 
appropriately entitled Encore. 
Elite pledge that their full -price 
multiformat software will not be 
released at a bud ge i Ic vc [until after 
a period of at least three years. 
Meanwhile, the new label will 
adopt the theme of calling upon the 
'classics' from the Elite back 
catalogue, and all games will retail 


at £1.99. 

Games to be re-released in June, 
July and August Include Frank 
Bruno's Boxing (69%, Issue 8), 
Airwolf (88%, Issue 1), the previ- 
ously u si rel eased Battleships, 
Saboteur (75%, Issue 16), and 
Bombjack {47%, Issue 14), Sub- 
sequent releases will include Com- 
mando (77% . Issue 3 fl) and the Siz- 
zler Ghosts n Goblins { 97% , Issue 

n). 


A BITE OF THE BIG APPLE 


A new software house hits breath) is the software arm oll J re- 

announced its arrival in Britain owich Holdings pk\ ami thcii plaiis 
with Od.'/j.v which should be arc lo release lour lull price and 20 

i cv it- w ed ne\ t iss u l 111 l- B ig A ppk bu ilgc I g ;i u le s i tve r I he cot mrjjj. 

Entertainment Co {pnuse lot ve;iv 


THAT TYME OF THE KNIGHT . . 


102 ZZAP! 64 July 1988 











COMING SOON TO A 
MONITOR NEAR YOU 


Following on from the success of 
Bionic Commandos (awarded 
90% in this month’s ZZAPg, the 
next GO' Capcom conversion is 
the arcade beat 'em up, Street 
Fighter. The original is very much 
derivative of that ageing classic 
Karate Champ with a few extra 
buttons: it contains five varied 
levels set in different locations 
around the world. 

As you can see from the 
screenshots, programmers 
Tiertex {Roiling Thunder, Indiana 
Jones) have reproduced the 
arcade game s huge sprites with 
some accuracy, even if they are a 
little on the chunky side. Each level 
has two different opponents, both 
with individual characteristics, and 
each opponent Is tougher t han the 
last. Plenty of biff r n 7 boot action is 
promised, but to see just how it 
fares on your trusty 64 n watch 
these pages for a review next 
issue. 

The latest word from US Gold is 
the imminent release of Dream 
Warrior, In the distant future of an 
unknown universe the fate of an 
alien world is decided by Mega 
Corporations, These in turn are 
watched over by the sinister Focus 
Fellowship, who have the 
collective ability to focus demons 
from the dark side i nto the dreams 
f Ona of the five revels in GO!'* t cm version of the Capeorn coin 
op 




4 Tiortex continue their trend of arcade conversions with chunky 
sprites 

of their opponents. Ocular, the 
most powerful dream demon of 
them all, has linked the dreams of 
three astral scientists, ASMEW, 
and imprisoned their psychic 
images. 

You are the fourth ASMAN,, 

► Str&etfrght&r plenty of hard 
kicking and macho bully- 
bashing is promised 
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PREVIEW 


A The floors of Magabuck Inc hold pretty nasty surpri$&4 
arogivd every corner 





A Only rug god macho rnooneod apply for those rigorous muscle- 
racking exercises 


FUEL ; 0 ♦ H56? LIGHT VERE5 
R R H K : SPREE ERLET 
DRF1RGE PE RE Efl T RLE : DO 


i < HU 



A Penetration of the dreaded 
Ring Work! is by no means 
easy . . , 

dedicated to liberating your 
partners and defeating Ocular in 
the final conflict. US Gold promise 
'a kaleidoscope of psychological 
warfare 11 : the version that wave 
seen isn't too spectacular, but if 
you want the definitive evaluation, 
you'll lust have to wail for the fed 
review next month, won t you? 
The game wil l bo available at £9.99 
cassette and Et 1 99 disk. 

Paul Hardcastle's innovative 
single Nineteen is n-n-n-now 
celebrating its fourth year; 
Cascade have announced that 
their Interpretation of it is n-n-h- 
nearly ready. 

Nineteen Part 1 - Boot Camp 
puts you in the fatigues of a drafted 
foot soldier, about to endure the 
rigours of basic training. 

Never allowed to rest, your drill 
sergeant takes you through a 
series of exercises, each 
assessing different characteristics 
-such as co- ordination, stamina 
and morale . tf you want to find out 
how hard you really are, it's on sale 
at £9,95 and £1 4,95. Meanwhile, 
Nineteen Part 2 - Gombaf Zone is 
in tine pipeline, and will take the 
super-rugged super-tit trainee into 
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the horrors of war. Watch this 
space! 

The second imminent release from 
■Cascade is Ring Wars, which 
promises intense 3D vector action 
set in an alien universe. The 
purpose of the Ring Worlds was to 
locate uninhabited planets and 
bleed them dry of nutrients. 
Unfortunately, a programming 
design fault created autonomous 
thought in the automatic servants . 
with t he result that hundreds of the 
Ring Worlds are now out to 
explore the universe, on a seek 
and destroy mission. 

Your squadron is scrambled as 
multiple targets lie ahead of you: 
it's up to you to decide which 
presents the greatest threat An 
array of sophisticated intelligence 
gather! n g devices are available for 
probing and engaging the enemy 
forces, with the ultimate target 
being the major Ring World itself. 
If you like the story so far, it’s £9.95 
and £14.95; if you 're dubious, look 
OUt for Issue 40 of ZZAP! 

Finally, from Gremlin. Graphics is 
Hercules - Slayer of the Damned. 
The mighty warrior, the son of the 
gods, is outcast because he 
committed the sin of murdering his 
children. To exonerate this 
misdeed, he is set 12 awesome 
tasks: armed by the divine fathers, 
he sets forth to face hideous 
skeleton hordes and ultimately to 
overcome the evil minotaur The 
price of all this classical hack ’n ' 
slay action is £9,99 and £1 4.99. 


4 N-n-next f-f -from G-C -Cascade, l-l-lt's 19 
f Smart graphics characterise Gremlin 1 s classically bent hack 'em up 
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NEXT MONTH - FOR 
THIRTY DAYS ONLY 

COMPUNET LIVES 

We jump into a waiting automobile and point the bonnet 
towards Middlesex to see what makes the illustrious com- 
munications service tick (and also what makes it go 
BEEEP! BEEEP! SKRZZEEEK22I SKRAAAEEEK2ZZI), 

RETURN OF THE 
CNET PAGE 

Illustrious CNET personality, Jason Gold, returns bringing 
ZZAP! readers the word on what’s new and nifty on the 
NET., 

THE ZZAPTIONNAIRE 
RESULTS 

We discover just what you, the readers, think of ZZAP1 and 
the home computer scene in general. 


AND AS USUAL THERE’S . . . 

THE ZZAP! CHALLENGE 

Thrills, spills and hospital bills as the Scoreford organises another dash 
of mighty egos in the ZZAP 1 arena. 

COSMICALLY COLOSSAL 
COMPETITIONS 

Have some fun and put yourself in line for some 8-l-l-M-G prizes at the 
same time. 

TYPICALLY TERRIFIC TIPS 

Play and win with powerful POKEs and handy hints which'll knock even 
the most determined socks off. 

AND (OF COURSE) ALL THE 
LATEST REVIEWS, NEWS 
AND PREVIEWS 

Next month we'H be looking at Dark Side, the sequel to 
Driller , Vixen from Martech, Oops!, a brilliant puzzle game 
from newcomers Big Apple, Games: Winter Edition. 
Shackled and Roadbf asters- and of course, anything else 
we can cram In , T . 


BE AT THE NEWSAGENTS ON THURSDAY, JULY 14TH 
WITH 125 PENNIES IN YOUR POCKET-OR MISS OUT! 




Ploys a fcnoctouP frantic 
knee In the Classroom, 
lodst room and (he high 
school caterer ra Hip-zap 
soof attack., throw balls and 
pw but con you make 
him hand ht* kwe letter to hts 
gri-friend? 


(Fs every prison warden's 
mowmet* - 1h# Inmates 
tiave broken out These men 
□re hardened criminals, 
armed to the hilf and cren I 
alraid to gun you ail down 
Just move r, knock 'em 
down and round 'em up. 

Eavt 


Eight more deadly 
opponents to corrtoar as 
advance to become a 
black-ben master. Authentic 
ughtina mow vwiih a 
different locators 


Our hero has lincliy 
mastered fhe secret rncihnl 
Oft "OIN'S SHACKIN’ but it 
(rapped by Iriod gangs With 
kicks and othei secrel 
pOwtos. escttoe from end 
hovel SHACKING road 
ka fireedotril 


The pfanet Nemesis, Is now 
under art ati-oui space 
attack brings from me sUb- 
space star cluster of 

SbCterlcKI. too will heed 01 
votj courage rand 

ococentiatton to win Ger 
ready to blast ottl 


RESCUE THE CAFTTVESI too 
area highly itained CCmbat 
rnoqrtlne. Vbur mission: 
tnMIrate di tour enemy 
Strategic Defence 

Installations - atone, apairtsi 
immeasurable odds. 


Vou can erfmasJ tool Ihe nsdslon at 
the big match breaking through 
Ihe screen . the expectant 
crowd is almost on top of you! feu 
return me service with a Top-spin 
Backhand, then a Forehand 
Back-spin, the ball bounces high 
(tom your opponent's Hooping, 
defensive lob SMASH! g 
great shot opens rite score . . . 


Get into lh& and you'll never gel 
gut . The plan - cpdename 
JACKAL - is to drop a squad 

of 4 crack troops bsfrmd enemy 

lines. Rescue a i^roupof prisoners 
and whilst under cilia ck deliver 
them to helipcKls. Their limai 
ofc+eetiw is to knockaur enemy 
headquarters. Simple eh? 


Become a ^and-master but 
to achieve thfc you musi 
defeat g variety Pt deadfy 
opponents, armed wrth 
different sails and weeporrs 
and musi bo- overcame: with 
a combciairtQn at fr ctHtereer 
attack motfles 


Cbntriuing ihe Chblteflge 
who**? "TWAOC and RltC' left 
efi Archery, Steel Shoatwig 
end Weight Liffeng ate just 
same of the kwltiied events, 
w vm your *lii and stamina 
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9 f Nudeor 

Spiders infernos 
burning like roging seas 
in torment, Caverns Of Despair 
demons beyond The dimensions 
of G'jr rmndy 
NOW IS THE TIME. 


SPECSLfcUM * 

Beyond irwiity * 

lies* He evil galaxy 
dominated by the 
forces of rhe despotic 
SALAMANDER Aheroujho must 
persuade his compojnots rojoin Kim 
on 6 journey inro hell and beyond: 
Organic Monsters of destruction 
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In 1985 came Nemesis, Kon ami's mould’ 
breaking horizontally scrolling shoot 'em 
up which pioneered progressive 
weaponry and features some absolutely 
stunning graphics and sound, A year later 
Salamander arrived on the scene, boast- 
ing a dual player option, alternate hori- 
zontally and vertically scrolling levels, and 
a more impressive armoury. 

Now comes Vulcan Venture, the third 
in the A /emeus series. The player's ship is 
the same as the one that appeared in 
Nemesis, but features f ou r d iff e re nt p rog - 
ressive armouries, one of which is chosen 
at the start, The default armoury is identi- 
cal to Nemesis, whereas the other three 
contain such delights as ripple lasers, 
photon torpedoes, puke lasers and tail 
guns. Each has its own advantages and 
disadvantages - it's up to the player to 
choose one to suit his own playing style. 

When the weapons system is selected, 
play begins. First of all the obligatory 
retarded aliens float their way towards 
the ship in convenient lines - just ripe for 
blasting. Start collecting the pods they 
leave behind, and you can save up for 
some bigger and better weapons. 

Progress a little further and the screen 
scrolis vertically as well as horizontally - 
to allow the ship to negotiate the huge, 
flaming suns it encounters. Long, fiery ser- 
pents wriggle spectacularly from the 
glowing heavenly bodies and pursue the 
Vulcan, spitting great gobs of glowing 
gunge. This as where the extra weaponry 
proves essential as you blast the giant 
space- worms in the head before they trap 
the Vulcan with their tails, 

It's pretty tough going through the first 
level, and to cap it all there's a huge laser- 


spitting Phoenix at the end, who won't 
let you pass on pain of death. The giant 
bird is beautifully animated. 

The second level looks like something 
out of Hans Rudi Geiger's Wee ronomicon, 
with the ship blasting its way through a 
dense AUen-esque network of deadly 
webbing and organic growths. As well as 
clearing a route, the player also has addi- 
tional worries in the form of uncomforta- 
bly accurate gun emplacements, rocket 
launchers and alien generators. Blast ail 
the way through to the end of this level 
and a giant alien crustacean awaits to 
blast the Vulcan to kingdom come. 

On later levels the Vulcan is guided 
through a storm of giant crystals and 
negotiates a tortuous, speedily scrolling 


passageway, complete with opening and 
closing doors, 

Vulcan Venture is a sensational blaster, 
andexhibitssomeincredibiegraphiesand 
a thumping good soundtrack. The gen- 
eral presentation is superb, with an 
attract mode showing pictures of the two 
previous games, and there's also a very 
useful continue game option, which 
proves vital for players unfamiliar with 
the game. The playability k superb, and 
although hardened Nemesis players 
shouldn't have too many problems mas- 
tering the game, the average gamer 
should find it challenging and very addic- 
tive. 

We wait for Nemesis IV with baited 
breath . . . 




VIGILANTE (Irem) 


Data East's ageing but fertile Kung-Fu 
Marterformat has spawned many clones, 
and Irenes latest, Vigilante is another 
addition to that great big happy horizon- 
tally scrolling kung-fu family. 

The lovely Madonna has been abducted 
by a gang of tab-smoking, beer-drinktng 
thugs and Mr Vigilante 'must take the law 
into his own hards' (oo-er) and go to her 



rescue. The player takes control of the vig 
ilante in question - a real 'ard geezer (you 
know he's 'ard because he f s wearing Ninja 
espadrilles} and sets off down the street 
to rescue the luscious one. Naturally the 
street is a-teeming with thugs, who just 
happened to have got wind of Vigilante's 
plan, and they're out to stop him. 
Skinheads with low foreheads rush in 
from either side of the screen, fists raised 
to do the vigilante. However, a quick flash 
of his espadrilles should send them from 
whence they came. The hero is also nifty 
with his fists, and gives any oncoming skin 
a bunch of fives he won't forget in a hurry. 

As play progresses the vigilante comes 
up against thugs armed with nunchukkas, 
guns andi Ninja stars. If these are dis- 
patched, they drop their weapons which 
may be picked up by Mr Vigilante and 




used against others. At the end of each 
level is a super-thug who is confronted 
and beaten up before play progresses to 
the next level. Just to make things worse, 
the action is played against a constantly 
decreasing time limit, which adds plenty 
of pressure. 

Even though Vigilante treads a well- 
worn path, it proves plenty of furnpin 1 r n' 
fightin' entertainment, helped consufer- 
ably by the excellent sound effects and 
neat graphical touches. Vigilante doesn't 
quite match the high standards of Double 
Dragon , but offers some very enjoyable 
video violence nonetheless. 


KAGEKI (Taito) 


If you still haven't got tired of the one-on- 
one combat game format, here’s an 
oddity that should be of Interest, 
Although Kageki is another pretty 
straightforward addition to the genre, it 
has a novel approach in its strange car- 
toon-style graphics. 

Kageki follows the story of an everyday 
oriental gang of bloated -headed ruffians 
who stumble across a horrid goody two- 
shoes of similar visage and decide to beat 
him up - one at a time. The player takes 
control of the nice guy, who proceeds to 
defend himself as the gang attack one by 
one. 

The action is set in a typical downtown 
alleyway, with the gang members sitting 
around the two-screen scrolling arena, 
Th e f i rst op po ne nt to ste p u p for a trounc- 
ing is a greasy spiv with a quiff, who 
i mmedi ately sets about the h ero w ith fists 
and feet. The player fights back with his 
fists only - quite a departure from the 
usual groin- removing and flying feet 
specials you can dish out in other fighting 
games. Yes, the clean-cut hero sets about 
the opponents in true boxing style, while 
the evil ones attempt every trick in the 
book to do him over. 

Power bars at the bottom of the screen 
measure each fighter's strength, andi it 


takes two or three knock-downs before 
an opponent finally departs to push up 
daisies. A defeated opponent is dropped 
down a convenient manhole by a scowl- 
ing git in a yellow smoking jacket, and the 
next opponent steps into the ringside. As 
the player progresses through the levels, 
stranger and stranger characters are 


encountered, such as an acrobat, a sur- 
geon (complete with white mask), greasy 
fatty, escaped convict and. finally, the 
boss himself - a hard case with chronic 
taste in clothing. 

The graphics throughout are excellent, 
with the laughable characters sporting 
oversized heads and tiny legs. Each one «s 
nicely animated, with some great comic 
touches, such as their changing expres- 
sions and look of surprise as they're 
socked in the mouth! Kageki isn't a bril- 
liant game, but if you're a fighting fan try 
it out. 









MOTHER 

AT THE 

ARCAt> E$ 

THE BOOK 

lt r s instantly apparent that Super Ranger 
is a Rolling Thunder variant - not only is 
the graphical style very similar, but the 
animation on the heroes and host lies is 
identical and they also follow similar 
attack patterns. Having said that, Super 
Ranger does have several improvements 
over Rolling Thunder , including a dual- 
player option. 

Each player takes control of a Super 
Ranger, a well-tough soldier of fortune 
who wears a whacky tracksuit, and who 
has to penetrate deep behind enemy lines 
in order to destroy an evil despot, a task 
which involves negotiating a hazardous 
horizontally scrolling landscape packed 
with hostile troops. Both rangers are 
armed with machine guns, and also have 


a limited number of grenades to bung at 
the enemy, and they can also make use of 
objects the are occasionally found on the 
floor. 

The action is very reminiscent of Rolling 
Thunder, with similar two*! eve I platform- 


type action. The going Is pretty tough, 
and a two-rangers partnership is almost 
essential to the completion of some of the 
later screens. Super Ranger is a fairly 
mediocre offering, but isn't the sort of 
thing that’ll keep you playing for long 


HAUNTED CASTLE 
(Konarn i) 


Dear Katie, 

My fiance and I recently got married. As 
we were walking up the hill to our new 
house, an evil Vampire appeared from 
nowhere, laughed in my face and 
abducted my virgin bride. She r s currently 
being held against her will in his castle. I 
would report this to the police, but since 
this is 15th Century China, they haven't 
been invented yet. Have you any advice? 
Worried Samurai, The Far East 

These certainty aren't the usual marital 
problem s / deal with! If f was you Td put 
on my best battle gear , arm myself with a 
whip and set out to her rescue- and don't 
take any nonseme from the fella with the 
fangs. 

KB 

Well, what more can yer average Ninja -in- 
th e-street do when his beloved is nicked 
by a blood-sucking fiend from beyond the 
grave? 

The rescue attempt involves the hero 
negotiating the horizontally scrolling 
landscape in true Ghosts Tt ' Goblins style. 
The first port of call is a graveyard, where 
rattling skeletons descend upon the 
Samurai and bash him with their bony 
hands and feet, each hit reducing his 
energy bar. This is where the whip comes 
into play - one lash and the skeletons 
crumble to bones. Sometimes they drop 
glowing hearts, which are automatically 
picked up when run over, in times of 
stress, these are thrown at the enemy and 


explode like grenades, destroying all. As 
well as skeletons, zombies emerge from 
underground, rotting flesh flapping in 
the breeze, which again drop hearts when 
they're whipped. 

it never rains but it pours says the old 
adage, and in Haunted Castle this is true. 
At the end of the first level the heavens 
open and the rain comes down like stair 
rods -it's certainly not the Samurai's day. 
Just to make things even worse, rocks 
from a nearby wall fly towards the hero, 
and unless they're whipped to dust 
quickly, they crush him to death. When all 
the bricks have ffown, the sun once again 
emerges and the Samurai continues on his 
ramble, 

As the player penetrates deeper Into 


the Vampire's domain, firey pits, Medusa 
and her minions, gianttroEls and the Vam- 
pire himself make the rescue attempt 
even harder. Extra weapons are available 
- a torch, dynamite, timer, boomerang 
and a crucifix - to help the hero on his 
way. 

Haunted Castle offers the same old 
Ghosts 'n' Goblins type stuff, but in a dif- 
ferent package. It's by no means a bad 
game, but once you've had a couple of 
goes you get those seen-ib all before 
blues. Despite some great touches, like 
the pouring rain, complete with digitised 
rainstorm effect and pretty graphics, 
there’s nothing to distinguish it from the 
rest of the genre, 





NINJA WARRIORS 
(Taito) 


A new set of conversion boards have Just 
been developed by Taito especially to 
work with their unique three-screen 
monitor, previously used for the rather 
bland dual player horizontally scrolling 
shoot 'em up, Darius, Taito claim that 
Ninja Warriors i ncorporates the b est i d ea s 
from three-year's- worth of coin-ops. To 
the rest of us it looks like a pretty neat 
twg-player martial arts game, 

Each player takes control of a well- hard 
bionic Ninja (the deluxe version with go- 
f aster stripes and nodding dog) and pro- 
ceeds to stroll along a horizontally scrol- 
ling landscape. Both Ninjas are armed 
with S huri ken stars (for chucking at 
oncoming hosttles), and swift 1 n r nifty 
knifes for dishing out a quick apre mor- 
tem to those who dare get in their way. 


Neither of these are hard men without a 
cause, and the two are off to defeat an 
evil dictator and his entire army to restore 
peace to the land. A difficult task? Not on 
your Nellie - it's all in a day's work for yer 
akshua! bionic Ninja. 

The action starts in a dismal-looking 
suburb. Within seconds enemy soldiers 
attack, firing guns, launching mortarsand 
grenades, flinging knives and indulging 
in a little kung-fu when they get near 
enough. Robots also attack, and need sev- 
eral bits with knife and star before they 
become scrap metal. As the end of a level 
appears, tanks, gun emplacements, fire- 
breathing warrior types (which look a bit 
out of place) and droves of very annoyed 
soldiers. Each player has an energy bar. 
which is depleted as hits strike home. 


There's a useful continue option which 
allows you to carry on from where you 
left off. 

The three screens means that there's 
plenty of room to manoeuvre, and the 
game is nicely balanced so that solo war- 
riors can progress with relative ease. The 
graphics are of near photographic qual- 
ity, with incredibly detailed and beauti- 
fully drawn backdrops and superbly ani- 
mated sprites, and the sound is befitting 
the action. 

After the rather tepid Denarius, Taito 
have certainly turned up trumps with 
their three-screen arcade machine. It's far 
superior to Double Dragon in both looks 
and playability, and is surely the best com- 
bat game yet seen. 



Subtitled 'Atomic Runner', Chelnov is an 
enjoyable horizontally scrolling action 
ga me in wh i ch the Ato rnk Runner i n q ues- 
tion sprints through a series of weird 
caverns and across strange landscapes in 
an attempt to reach the Statue of Liberty 
in New York. 

Large mother monsters make an 
appearance and traps open up as the Run- 
ner progresses through the levels. Extra 
weaponry is picked up by blasting objects 
hanging from the ceiling and collecting 
the pods they yield, Advanced armoury 
includes super blasters, speed-ups, 
boomerangs, giant spinning discs and 






mother 

AT THE 

AfeAt>ES 

7HE& OOK. 

9 ' am nng of stars At the ersd of each 
stage a g- ant guardian is destroyed before 
a map appears indicating how far there 
still is to go. 


Che/nov rs a good game in that it's not 
tOD difficult and doesn't require perfect 
hand, 'eye co-ordination; enemies can be 
bounced on and the colfectable weapons 
are powerful enough to get you far into 
™ 9 ame on Gn « credit, making for good 
progressive play. it' doesn't look terribly 
irnpres 5 ,ve at first, but in play it has those 
add ctive qualities and noMoo-tomplex 
controi which always makes for an enjoy- 
able game. The graphics improve tre- 
mendously the further you progress, and 
there are some tremendous end-of-level 

fndLjdin9 a 9 ^ant fire-spitting 
serpent Keep your eyes peeled for Chel- 
nov, and make sure you've got a pocket 
full often pences at the ready. 
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NEWS 

A new development on the arcade front 
is tfrusba-jt isn t a coin-op, buta very silly 
and very, very sick bash 'em up cabinet 

game The piayer wields up a hefty 'mal- 

let and tries to ever-so poJrteJy and with 

great dignity bash the brainsout of plastic 

Zh n S t tha !j P if P UP ff ° m h0fes ' m th * 
ca D n et, a n d th e more you bash, the faste r 

t hose cheeky I « ttfe rogues poke their cute 

little heads out of the hoies. The going 

t&s enetk ' and is thorou ^ 

Another sick game making its way into 

bonWnffV ' S EaJ!y ' 5 Bt * Sted ' an PP*«- 

iton l^o/f type game set in a city ravaged 

by revolting robots. Speaking of which 

Taito are currently tracking down illegal 

copies of Operation Wo/f- they're virtue 

identical, but are railed Operation 

wear Jf you see one, don't play it! 

Konami's new race game is calied 

Chequered Ftag , and should he appearing 

in arcades very soon, and the latest video 

from Atan is Vindicators, a one or two- 

players lank game designed to fit inside a 

Xybots arcade console. 

Capcom has Last Duei also poised for 
cabinet space, along with sever* f other 
titles for 19BS and 1 989 - to which US Gold 
already have the rights* The highly suc- 
cessful beat em ups Double Dragon and 

?25 0r * t r * *?? th t0 a PP« ar on the Min- 
tendo Play-Choice 10, and finally, Sega 
has Ace Attacker and Hot Rod in the 

pipeline for Europe and the UK r The latter 

title is *1 car racing game which is appa- 
rently an Out Run beater! 




SHINOBI 

(Sega] 


A further addition to the long snakino 

the Shelf C ? mbat 9 ames com «5 in 
the shape of Sega s Shinobi. A number of 

terribly cute children have been kidnap- 
ped by a group of despicable overfords. 


(the Japanese seem to have some sort of 
kidnapping fixation* and it's the player's 
task to rescue the poor little mites who 
are to be found tied up throughout the 
push-scroll landscapes. 


The main character - Musashi, master 
of Nmjutsu - jumps and kicks his way 
through each levefful of baddies The 
mode of combat alters to suit the situa- 
tion, allowing Musashi to engage in hand- 
to-hand combat with enemies in close 
quarters, and automatically use his Shuri- 
ken star-throwing abilities on those at a 
distance. Ninja magic can be used once 
per level, (effectively a Mi nj a smart bomb) 
and saving all the hostages on a level is 
rewarded by a variety of extra weapons. 
On reaching the end of each stage, the 
big boss appears. His defeat secures 
entrance to a bonus screen where, using 
a first- person perspective display 
Musashi is directed in defending himself 
against the onslaught of oriental assas- 
sins. Musashi kills all his assailants by pre- 
crse throwing of Shuriken stars. Mrs oppo- 
nents constantly close in, leaping from 
platform to platform; should they get too 
near. Musashi is defeated and the next 
stage begins. However, extra fives are 
awarded for the elimination of all foe. 

Shtnobi contains five missions, of three 
to four levels in length, and a map is dis- 
played at the Start of each level to show 
what lies ahead. 

Sporting some bold backdrops and 
large sprites, Shmobi is very reminiscent 
of an oriental Rotting Thunder , with 
bonus Stages thrown in for good measure 
The action rs reasonably attractive, fa! 
though the sound effects are seriously 
lacking) but thereto reai lure except for 
patrons of *1! the other beat 'em ups cm 
offer recently. ^ 


COUNTER- 

RUN 

(Sega/Nihon) 


The latest blast from the past to be 
exhumed dusted down and tarted up 
with some decent graphics and sound is 
Sega's Counter flun, a particularly flaccid 
version of the fen-year-old arcade car- 
bunkle, Head-On, Konami’s Fast Lane is 
also a version of this ancient video, but 


nal, including extra weaponry and new 
twists in the gameplay Sega's version is, 
quite surprisingly, a very straightforward 
no-frills rehash with very little improve- 
ment on the gameplay. The player takes 
control of a car and drives around a maze 
collecting fruit while changing lanes to 


has many improvements over the ortgi- avoid oncoming rival cars. 




A turbo boost option is available and 
cups can be collected to stop other cars 
and give the score an extra boost, and 
later levels boast some whacky mase lay- 
outs, but unfortunately there's just not 
enough variety or addiction to hold 
interest for more than a couple of goes 
it's just too repetitive. To put no finer 
point on it. Counter Hon is rubbish, and a 
very surprising release from Sega, whose 
pedigree includes such greats as After- 
burner, Out Hun and Alien Syndrome. 




An unusual coin-op. Dead Angle could 
easily have been converted from Infog- 
rames' home micro game. Prohibition, 
being a cross between Empire City 1931 
and a period Operation Wolf. Set in 
Am or i ca d u r irtg th e Roaring T werrties, the 
game f ollows the player's efforts in rescu- 
ing his beloved girlfriend who has been 
kidnapped by a gang of hoodlums (origi- 
nal scenarios are few and far between 
these days). Deciding to fight fire with 
fire, the player embarks on a mission 
where pump-actions speak louder than 
words, 

A free-floating gunsight is positioned 
around the screen as you blast your way 
through the streets which are lined with 
members of the gang, A limited number 
of grenades is also at your disposal for the 
mass destruction of opposition. 

The landscape is horizontally and verti- 
cally parallax push -scrolled along, and 
provides a variety of objects behind which 
the player can hide from return gunfire. 
Each level has to be secured within a time 
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limit and failure is presented in a smart 
bloody red-out. 

The atmosphere generated is suitably 


tense, but on the whole Dead Angle is a 

fajrly tepid affair; not one to lose much 
cash over, 





TPU 



Also released as Radio iepus under the 
auspices of V-Systems. Taito’s Rabbit 
Pi/nch is a sort of Side Arms meets Water- 
ship Down. One or two robot rabbits set 
out on a horizontally scrolling mission of 
tension excitement and large orange 
vegetables in an attempt to save two 
young bunny-gibs in bondage and an old 
man called King (suspicious^ dressed in a 
rabbit costume, and similarly tied up> who 
have been kidnapped and secreted indi- 
vidually fo each of the game s three sec- 
bons, The mission begins on board a large 
spaceship, progressing via an asteroid 
base to reach its conclusion on the surface 
of the target planet itself. 

The robo-bunnies are equipped with a 
supp I res of bu 1 1 ets a nd s m art bombs whi ch 
are replenished along the way by shoot- 
ing tins of carrots and collecting the veo- 
etabJ es th us revea led . ^ 

Both cute rabbits fly, and can walk 
along the ground fn a beautifully ani- 
mated sequence. There are SO me odd 
parts to the game: sampled speech tells 
you that 'red nipples are instant' (well 
that s what it sounds like to us), and that 
you should destroy enemy Mazda' an 
evil beast which looks not entirely unlike 
a robotic donkey! Once this devil incar- 
nate and his minions have been 


despatched, a carrot bonus screen 
appears where both players collect as 
many falling carrots as possible before 
one touches the ground, ending that 
round. 

The game sports some smart graphics 
and isan unusual, hut humorous and play- 
able game which should have you piling 
,n the te " pees - for a while at least. 






I/ll 


(Atari) 


To get the most out of Death, shoot him 
eight times before zapping him with a 
potion. The order of points are 1000, 
2000, 1000, 4000, 1000,6000- 1000,6000. 
By the way, you only need to shoot one 
Death eight times to increase the points 
for every Dther Death on that screen. 



ftfiuwe 3 



According to top players, the fastest run 
takes you through Devil's Canyon, left to 
Snowy Alps, right to Whoa tfield and right 
again to Autobahn, Practise these to 
maximise your top score. 


GRYZOR 

(Taito) 


The best weapon to choose ts the spray 
shot - not only is it useful for blasting 
away the enemy, it's also the best one for 
defeating the end of -game giant. 


720° (Atari) 


Top players recommend a combination of 
three helmets, three shoes, one pad and 
one board for attaining top scores on this 
noisy and rather difficult skateboarding 
game. 
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ALIEN 

SYNDROME 

(Sega) 


Blast and collect as quickly as possible - if 
you manage to finish a level before the 
timer reaches 100, a 60-000 points bonus 
is awarded. 


ROLLING 

THUNDER 



To get hundreds of bullets, just enter the 
door marked with a bullet, emerge and 
walk a few screens right, turn around and 
go back to the door and you're able to 


enter again and collect more bullets' 
Keep on doing this until you've had 
enough . . - 


SLAP FIGHT 
(Taito) 


Here's a quick tipfor those who are fed up 
of having to collect the stars, Insert coin, 
press start and leave the machine alone - 
don't touch a thing. When the ship Is 
destroyed, the second one appears with a 
full complement of wings and homing 
missiles - ready to inflict some real dam- 
age By the way, watch out because the 
ship moves a little on the slow side, so pick 
up some speedups as soon as possible. 


CRYSTAL 

CASTLES 

(Atari) 


The three warps are pretty well known. 
The first is on screen one (Level 1/1} - go 
behind the building, stand on the back 
left corner of the maze and press fire to 
gain 140,000 points and warp to level 
three (Level 3/1}, where the next warp 
appears. To activate this you must wear 
the hat, run down to the middle of the 
hidden ramp and jump. It's the most 
difficult of the three warps, and requires 
precise timing and quick movement to 
execute the warp before the hat runs out. 
A successful warp leads to Level 5/1 and 
also increases the score to 2BO.OOO. The 
final warp is found on Level S/3, and is 
very similar to the first. Just guide Bentley 
bear to the top left hand comer of the 
maze and press jump to warp to Level 7/1, 
Complete another five screens to set up a 
warp to Level 8/1 - when you start a new 
game just enter the door that appears in 
the wall of Level 1/1 and press fire to warp 
to Level 8/1 with a 490,000 points bonus. 

This is a really neat trick: jump more 
than 128 times on the front comer of the 
first screen (where Bentley starts) to get a 
surprise on the next screen - don't warp, 
though! 

If you're a very advanced Crystal 1 Castles 
player and want to be a complete bar 
steward, ask a chum to play doubles. Go 
first, and keep playing until you finish the 
game. When your friend takes his turn, he 
won't be able to finish the screen he's on 
- even when all the diamonds have been 
collected! Two things happen here; 
either the bees come down and claim all 
his lives, orthebees don't appear and he's 
left wandering around the maze ad 
infinitum - or until the machine is 
switched off. 



This one's a bit of a myth, but you might 
like to try it to see if you can get it to work. 
If you play the giant sit-on version, you 
get an extra points bonus for completing 
a track without touching down. This 
seems a little silly because so much time is 
lost in doing so . . . 
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(Namco) 
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STAR WARS 
(Atari) 
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Return of the 

JEDI (Atari) 


A tip for Return of the Jedi Pkn 0r+f 
reach level eight, enter the OeatETsta r and 
destroy the reactor. On the wlJ rt ,T * * 
one of the supports to destroy the mm' 

to get a m t 000 bonus, Y f 


bubble 
bobble (Taito) 


SUPER 
MARIO BROS 
(Nintendo) 
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AMUSEMENT PLAYERS 
ASSOSIATION 


buggy boy 

105,440 (East) 

Tim Moreno 
09/01/86 
Aladdin's Castle 
Virginia Beach, VA 

BUGGY BOY 

CLIFF HANGER 

1 p 1 80,000 
Steve Harris 
11/05/83 
Bob's IGA 
Kansas City, MO 

COMMANDO 

INTERNATIONAL SCOREBOARD 

160,230 (West) 
Mark Haber 
08/09/86 

2.552,100 
Jeff Peters. 
04/05/86 

The American- based Amusement Players Association 
International Scoreboard is the World's official arcade 
game highscore table, and has a record of the top 100 
scores for just about every arcade machine in existence. 
If you're interested in sending in scores, and want to 
join the APA* write to Amusement Players Association, 
PO Box 1558, Torrance, California 90505, and don't 
forget to include a suitable stamped address envelope. 

The following scores are published Scores are sub- 
mitted to the APA by members of the association, and 
the top 100 scores are 

BLACK WIDOW 

930,100 
Jim Vollandt 
01/30/84 
James Games 
Upland, Ca 

BLUEPRINT 

126,900 

Yashiro 

Qda 

01/02/84 
Flipper's Gold 
Ann Arbor, Ml 

Playland 
Bronx, NY 

burgertime 

4,978,550 
Bill Mitchell 
06/26/85 
Super cade 
Ft Lauderdale, FL 

CARNIVAL 

221,780 

David Schooling 
08/1 5/82 
Plaza Bowl 
Warrensburg, MO 

James Games 
Upland, CA 

CONGO BONGO 
883,400 
Tim Colium 
09/O3/B3 

7*1 1 Nacogdoches, 
TX 

COSMIC ALIEN 

105,310 
Ben Smestad 
04/04/83 
Bun & Games 
Kenosha, Wi 

720° 

526,250 
Ron Perelman 
06/17/87 
Camelot 
Anaheim, CA 

ARABIAN 

219,750 
Chuck Fiitreil 
11/28/84 
Galaxy Arcade 
Alta Loma, CA 

ASTRO INVADER 

39,880 
Brian Miller 
01/01/83 
BunS Games 
Kenosha, WI 

BOSCONtAN 

2,913,510 
Ken McLeod 
02/24/83 

Quin pool Amusements 
N ovi a Scotia (C) 

CATCH-22/CO M BAT 

4,532,950 
Douglas DePirro 
06/28/86 
Aladdin's Castle 
Anderson, IN 

COSMIC AVENGER 

117,290 
Wes Hupp 
1 1/17/82 
Lost Dutchman 
Monrovia, CA 

1942 

1 1,940,360 
Jack Chen 
10/17/86 
le Fun 
Austin, TX 

ARKANQID 

1,295,420 
Joseph Feldt 
01/18/87 
■86 TOC 

Los Angeles, CA 

AZTARAt 
142,390 
Dennis Bartlett 
01/11/84 
Twin Galaxies 
Ottunmwa, IA 

BOXING BUGS 

2,026,220 
Richard Lewis 
N/A 

BunfiGames 
Kenosha, WI 

CENTIPEDE 

16,389,547 
Jim Schneider 
09/03/83 

Wyde World of Fun 
Spring Valley, CA 

CRACKSHOT 
4,885,140 
Pat Harmon 
06/26/84 
Aladdin's Castle 
Auburn, AL 

ALCQN/SLAP FIGHT 

638,050 

Gary Batt 

04/25/87 

Golfiand 

£1 Monte, CA 

armor ATTACK 

2,009,000 
Tom Larkin 

N/A 

Fantasia 
Dayton, OH 

BABY P AC- MAN 

8,123,380 
Larry Shepard 
01/02/86 
Twin Galaxies 
Ottumwa, IA 

BREAK OUT 

1,029 

Robby Jesen 
02/28/83 
Bun&Games 
Kenosha, Wi 

CERBERUS 

101,500 
Robert Haukap 
06/27/85 
Arnold's 
Seattle, WA 

CROSSBOW 

19,885,500 
Donn Nauert 
07/18/B4 
Market Basket 
Austin, TX 

AUEN ATTACK 

4,930 

Tim MtVey 
07/20/82 
Skateland 
Ottumwa, IA 

ARMORED CAR 

101,010 
Roger Isetts 
01/01/83 
Bun&Games 
Kenosha, Wi 

BADLANDS 

146,080 
Gary Hatt 
06/28/86 
Aladdin's Castle 
Los Angeles, CA 

BUBBLES 
1,365,970 
Joe Malasarte 
06,27,85 
Space Station 
Anchorage, AK 

CHALLENGER 

349,700 
Joe Startz 
02/28/83 
Bun&Games 
Kenosha, WI 

CRYSTAL CASTLES 
894,741 
Mark Alpiger 
02/14/87 
Mark's Place 
Louisville, Ky 

ALIEN SYNDROME 

459,600 
Jim Jung 
06/16/87 
Camelot 
Anaheim, CA 

ARM WRESTLING 

822,150 
Mark Haber 
10/10/86 
Space Station 
New York, NY 

BAGMAN 

6,840,850 
Gerry MeCloskey 
08/02/83 

Family Fun Centre 
Penticton, BC (C) 

BUBBLE BOBBLE 

3,271,490 

Clint Shuster 

01/14/87 

Galaxy Arcade 

Racho Cucamonga, CA 

CHANGE LANES 

3,208,112 
Stephen Beall 
12/26/83 
Fun&Games 
Santa Maria, CA 

DANGER ZONE 

4,525,800 
Donn Nauert 
Q3/G5/B7 
Le Fun 
Austin, IX 

AEROBOTO 

3,272,900 
Charier Dahling 
01/20/85 
Space Station 
Anchorage, AK 

ASTEROIDS 

30,100,100 
Dennis Hernandez 
N/A 
N/A 

Geneva, NY 

BANK PANIC 

9,999,999 
Gary Hatt 
N/A 

Golfland 
El Monte, CA 

BUCK RODGERS 
1,016,495 
Kelly Keenan 
N/A 

Fun&Games 
Santa Maria, CA 

CHAMPION BASEBALL 

1,130,560 
Gus Pappas 
10/08/83 
Starship Video 
Upland, CA 

DARK PLANET 

9,954,900 
Scott Young 
03/01/83 
Another Galaxy 
McHenry, IL 

ALPINE SKI 

500,00 
Eric Ol of son 
11/23/82 
Earth Station 
Antioch, CA 

ASTEROIDS DELUXE 

2,117,570 
Kevin Genry 
12/29/81 
N/A 

Lake Charles, LA 

BATTLiZONE 

10,000,000 
David Palmer 
06/27/85 

The Games Room 
Citrus Heights, CA 

BUGGY BOY 

148,000 tOff-Road} 
Mark Haber 
06/04/86 
Go if land 
El Monte, CA 

CHEYENNE 

319,209,350 
Donn Nauert 
01/27/85 
Gold Mine 
Austin, TX 

DAZZLER 

69,000 

Richard Crawford 
03/12/83 
Earth Station 
1 Antioch, CA 

AMIDAR 

19,225,030 
Todd Lamb 
10/01/83 
Pot of Gold 
Kenosha, WI 

ASTRO BLASTER 

299,100 
Gus Pappas 
11/20/82 
Cosmic Palace 
Napa. CA 

BERZERK (Fast) 
104,680 
Ron Bailey 
06/27/85 

World Class Am us 
Wrightsviile Beach, NC 

BUGGY BOY 

151,870 (North) 
Danny Carranza 
06/27/86 
Flipper Flapper 
; Brea, CA 

CHOPLIFTER 

1,781,000 
Charles Collins 
06/27/86 
Aladdin's Castle 
Madison, WI 

DEFENDER 

76,377,300 
Burt Jennings 
04/08/83 
Outer Limits 
Durham, NC 

ANT EATER 

219,320 

Freddie Morrish 
10/09/83 
Electric Pazzazz 
Trail, EC (C) 

ASTRO FIGHTER 

18,280 

Robby Jensen 
02/15/83 
Bun&Games 
Kenosha, WI 

BERZERK (Slow) 
178,500 
Ron Bailey 
08/30/82 

Putt Putt Golf&Games 
Shelby, NC 

BUGGY BOY 

177,480 (South) 
Mark Foster 
06/27/86 
Flipper Flapper 
Brea, CA 

CLOAK & DAGGER 
1,294,881 
Charles Dahling 
06/31/84 
Space Station 
Anchorage, AK 

DIG DUG 

4„ 129 ,600 
Ken Arthur 
01/20/83 
Video Games 
Inc Blacksburg, VA 
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DIGGER 

17,400 

Mark Peterson 
02/13/83 
Bun&Games 
Kenosha, Wl 

DISC OF TRON 

418,200 
David Bagenski 
06/23/B6 
Aladdin's Castle 
Syracuse, NY 

DOMING MAN 

757,063 
09/04/83 
Jeff Peters 
Galaxy Arcade 
Rancho Cucamonga, 

CA 

DONKEY KONG 

874,300 
Bill Mitchell 
11/07/62 
Twin Galaxies 
Ottumwa, I A 

DONKEY KONG JR 

1,147,700 
Bill Langdon 
07/01/81 
Apollo I Video 
Abbotsfield, BC (C) 

DONKEY KONG III 

2,132,100 
Lloyd Sromola 
06/27/85 
Fun Factory 
Honolulu, HI 

DRAGON'S LAIR 

482,924 
Jack Gale 
09/24/83 

Cloverleaf Mini-Golf 
Miami, FL 

DRAGON'S LAIR (Cont) 
4,129,600 
Ken Arthur 
01/20/83 

Video Games Inc 
Blacksburg, VA 

DRAG RACE 

4.3 sec 

Donovan Hellinger 
02/2 1/83 
Mr Bill's 
Moscow, ID 

EAGLE 

108,640 
Sam Blackburn 

11/14/B2 

Light Year's Amus 
Wrigbtsvrlle Bth, NC 

ELECTRIC YO-YO 
1,079,270 
Jim Matson 
10/31/82 
Crystal Cactus 
Pensacola, FL 


ELEVATOR ACTION 

143,450 
G Sen Carter 
06/27/86 
Aladdin's Castle 
Fremont, NE 

ELIMINATOR 

50,800,500 
Mark Ramussen 
01/22/83 
Aladdin's Castle 
Fort Dodge, I A 

EMPIRE STRIKES 

SACK 

1,345,049 

David Palmer 

06/27/85 

The Game Room 

Citrus Heights, CA 

ENDURO RACER 

40,973,617 
Jack Gale 
05/20/87 

Cloverleaf Mini Golf 
N Miami Geach, FL 

ENIGMA II 

23,240 
Sen Smestad 
01/28/83 
Bun&Games 
Kenosha, Wl 

EXCITEBIKE 

398,730 
James Hillard 
06/27/85 

Hulsh Fun Center 
Upland, CA 

EXERION 

653,400 
Joe Janiac 
09/01/84 
Space Station 
Anchorage, AK 

EXPRESS RAIDER 

197,200 
Gary Hatt 
06/28/86 
Electric Raibow 
Lakewood, CA 

EYES 

23,222320 
Roogie Elliott 
08/02/83 
Fun Center 
Lake Odessa, Ml 

FANTASY 

269,220 
Rob Howes 
04/04/83 
Electric Pazzazz 
Trail, BC (Q 

FAST FREDDIE 

22,296,540 
Bert Zelton 
06/26/83 

Last Chance Saloon 
Kewaunnee, Wl 


FAX 

89,300 
Greg Muler 
10/12/84 
Spate Station 
Anchorage, AK 

FIRE CONDOR 

8,920 

Tim McVey 
07/20/82 
Skate! and 
Ottumwa, I A 


FI RE FOX (9000) 

707,790 
David Palmer 
06/28/85 

The Game Room 
Citrus HeighU, CA 

FIRE TRAP 

417,740 
Gary Hatt 
04/25/87 
Golf land 
El Monte, CA 

FUCKY 

4.548.540 
Jonathan Long 
06/28/86 
Aladdin's Castle 
Ashebpro, NC 

FOOD FIGHT 

101,103,300 
Ken Okamura 
01/13/84 
Fun&Games 
Santa Maria, CA 

FRENZY 

4.804.540 
Mark Smith 
07/16/83 

Putt Putt Golf 8 
Games 
Shelby, NC 

FROGGER 

442,330 
Mark Robichek 
08/30/82 

Phil's Game Center 
Lakewood, CA 

FRONTLINE 

999,990 
Jeff Peters 
11/07/83 
Starship Video 
Upland, CA 

FUTURE SPY 
396,350 

Joey Wisniewski 
10/04/86 
Aladdin's Castle 
Wausau, Wl 

GALAGA 

17,999,850 
Julian Rignalt 
03/23/85 

Aberystwyth* Dyfed 

GALAGA III, G A PL US 

1,320,500 
Bill Brabham 
06/28/86 
Aladdin's Castle 
Dublin, GA 

GALAXIAN 

389,770 
Perry Rodgers 
05/12/83 

John Browne Univ 
Fayetteville, AR 


GHOSTS N' GOBLINS 

510,500 
Richard Webb 
06/27/06 
Aladdin's Castle 
Cedar Rapids, I A 

GIMME A BREAK 

599 

Carlos Gonzales 
06/27/86 
Aladdin's Castle 
San Jose, CA 

GLADIATOR 

41,012,800 
Stephen Gore 
03/03/87 
Le fun 
Austin, TX 

GOLD BUG 

173,740 
Steve Peterson 
08/29^3 

St John's Grocery 
Vancouver, WA 

GOONIE5 
504,820 
RAC Carpana 
N/A 

Station Break 
New York, NY 

GOHF 

2,220,000 
Jason Smith 
02/13/83 
Gold Mine 
Midland, TX 

GRAND CHAMPION 

137,410 
Craig Sucharda 
N/A 

Jensen’s Enterprises 
Kenosha, Wl 

GRAND PRIX 

2l04 

John Pratt 

01/06/83 

N/A 

Adrian, Ml 

GRAVITAR 

4,722,200 
Raymond Mueller 
12/04/82 
Chuck £ Cheese 
Boulder, CO 

GREAT GUNS 

1,794,500 
Mike Burns 
N/A 

Aladdin's Castle 
Media, PA 

GRYZOR 

1,483,000 
Greg Gibson 
06/16/87 
Camelot 
Aneheim, CA 

GUARD* AN 

1,058,420 
Will Ozeswinski 
10/23/86 
Le Fun 
Austin, TX 

GUNSMOKE 

1,465,250 
Jaime Guzman 
1 1/04/86 
Le Fun 
Austin, TX 


GUZZLER 

465,090 
Gary Hatt 
N/A 

Huish Fun Center 
Montclair, CA 

GYRUSS 

41.090.450 
Anthony Fodrizio 
03/22/84 

Video Circus 
Strateford, CT 

HANG-ON (Upr) 

33.923.450 
Richard Powell 
12/04/06 

Hermosa Arcade 
Hermosa Beach, CA 

HANG-ON (Sim) 
40,715,030 
Don Novak 
06/27/86 
Aladdin's Castle 
Wichita, KS 

HEAD-QN 

300.00 
Chris Ayra 
N/A 

Fun&Games 
Miami, FL 

HOGAN'S ALLEY 

2,738,100 
Jack Gale 
06/27/86 
Aladdin's Castle 
Tampa, FL 

HYPER SPORTS 

538,340 

Kelly Kobashigawa 
06/28/85 

Huish Fun Center 
Upland, CA 

ICE COLD BEER 

170,660 
Greg Gunter 
06/07/84 

Grimm's Truck Stop 
Morton, IL 

1KARI WARRIORS 

1,414,500 
Walt Price 
03/24/87 
Galaxy Arcade 
Cucamonga, CA 

INDIANA JONES 

1,176,520 
Donald Martgio 
06/27/86 
Aladdin's Castle 
Azusa, CA 

INTERSTELLAR 

248.000 
Ph HI Britt 
N/A 

Castle Park 
Riverside, CA 

l, ROBOT 
1,383,959 
Dave Ryan 
06/27/86 
Aladdin's Castle 
N Little Rock, AR 

JACK THE GIANT 
KILLER 

9,401,050 
Mike Klaege 
10/02/050 
Play It Again 
Lenox, IL 


JAIL BREAK 

185.900 
Donn Nauert 
02/15/07 

Le Fun 
Austin, TX 

JOURNEY 

12.181.850 
Chuck Coss 
08/13/83 
Aladdin's Castle 
Steubenville, OH 

JOUST {New Chip) 

115.910.850 
Robert Bonney 
04/08/83 
Circle K 
Seattle, WA 

JOUST (Old Chip) 
201,452,600 
Donnie Norris 
04/04/83 
Space Station 
Wilmington, NC 

JUMP 8UG 

850,350 
Allen Rager 
04/10/03 
Bags Video Land 
Millington, TN 

JUNGLE KING/HUNT 

1,510,220 
MichaelTorcello 
05/05/83 
Wegman's 
E Rochester, NY 

JUNGLER 

180,720 
Joe Startz 
05/01/83 
SunSGames 
Kenosha, Wl 

JR PAC-MAN 

331.000 
Kevin Fischer 
06/2 m 5 

Big Mouth Pizza 
N/A 

JUNO FIRST 

78,868,980 
Tom Gibson 
05/27/84 
R&R Video 
Dartmouth, NS (C) 

KARATE CHAMP 

239.900 
George Weller 
06/27/B6 
Aladdin's Castle 
League City, TX 

KICK/KICK- MAN 

4,875,665 
Tom Bundy 
12 / 21/82 

Space Invaders Video 
Cleveland, OH 

KICKER 

4.225.000 
RAC Carpana 
12 / 02/86 
Fascination 
New York, NY 

KING & BALLOON 

48.900 

Kevin Olkowski 
08/1O/82 
Hyperspace 
Havelock, NC 


KRAM 

176,700 
Br^En Miller 
12/23 m2 
Bun.&Game5 
Kenosha, Wl 


MACH 3 (Fighter) 
473,400 
Randy Albright 
06/26/84 
Space Station 
Anchorage, AK 


MAZER BLAZER 

1,196,800 
Lyle Teleford 
10/31/83 
Space Station 
Anchorage, AK 


MONSTAR BASH 

448,400 
Bob Lynch 
02/13/83 
BunKGames 
Kenosha, Wl 


MR DQf 

26,030,050 
David B reckon 
01/26/86 
Tom's Arcade 
London, Ont 


NteBLER 

1,000,042,270 
Tim McVey 
01/17/84 
Twin Galaxies 
Ottumwa, I A 


KRULL 

6 , 000,000 
Steve Harris 
N/A 

Fun Factory 
Kansas City, MO 


MACH 3 (Bomber) 

SI 2,000 
Robin Purvis 
04/10/84 
Space Station 
Anchorage, AK 


MEGATTACK 

553,700 
Tim Sobol 
12/12/82 
Bun^ Games 
Kenosha, Wl 


MOON CRESTA 
152,100 
Bill Awalin 
02/29/84 
Space Station 
Anchorage, AK 


MR DOS'S CASTLE 

421,780 
Barry Lewis 
04/12/84 
Barney's 
Northfield, NJ 


NIGHT STOCKER 

3,963,900 
Donn Nauert 
01/17/87 

LA Airport Hilton 
Los Angeles, CA 


KUNG-FU MASTER 

1,349,040 
Mike Sullivan 
06/27/85 

Huish Family Fun 
Upland, CA 

LADY BUG 

609,900 
Brian Cation 
03/31/83 
Brady Campus 
Columbia, MO 

LEGENDARY WINGS 

612,500 
Erk Bolduc 
02/22/87 
Galaxy Arcade 
Cucamonga, CA 

LEPRECHAUN 

365,750 
Walter Funk 
03/25/83 
Lunar Station 
Lorens Township, NJ 

LIBERATOR 

3,016,010 
Sean Middleton 
05/25/83 
Space Station 
Anchorage, AK 

LOCK N-CHASE 

62,060 
Jeff Peiffer 
04/20/83 
Twin Galaxies 
Ottumwa, I A 



MAD CRASHER 

844,988 
Jack Gale 
06/27/86 
Aladdin's Castle 
N Miami Beach, FL 


MAD PLANETS 

198,400 
Mark Sellers 
N/A 

Putt Putt Golfft Games 
Grand Rapids, Ml 


MAGICAL SPOT 

16,518 
Brian Miller 
03/14/83 
Bun&Games 
Kenosha, Wl 


MAPPY 

573,540 
Mike Reynolds 
06/27/85 
Arnold's 
Seattle, WA 


MAJOR HAVOC 

1,940,078 
Ettore Ciaffi 
06/26/85 

Broadway Arcade 
New York, NY 

MAKE TR AX 

2,123,840 
Thomas Carver 
07/06/83 

The Family Game Room 
Garden City, Ml 


LOCO- MOTION 
134,880 

Bud Wellington 
03/29/83 
Funspot 
S Portland, ME 

MARBLE MADDNESS 

187,880 

Stan Szczepanski 
06/27/85 

Huish Family Fun 
Fountai n Valley, CA 

MEGAZONE 

2,228,650 
Yasharo Oda 
09/13/84 
Mickey Ratt's 
Ann Arbor, Ml 

LODE RUNNER 

162,340 
David leicht 
06/27/86 
Fun Factory 
Honolulu, HI 

MARIO BROS 

3. 481,550 

Perry Rodgers 

12/12/84 

Family Fun Fair 

San Louis Obispo, CA 

MILLEPEDE 

6,995,962 
Jim Schneider 
11/21/83 

Licks Video Snack 
Santee, CA 

LOOPING 
1,469,970 
David Teehee 
07/27/83 
Triple K r s Action 
Friendswood, TX 

MARS 

107,450 

Howard Ohlstem 

1 1/03/82 

N/A 

Charlotte. NC 

MINI GOLF 

60,500 

Stan Szczepamki 
06/27/86 
Aladdin's Castle 
Del Amo, CA 

LOST TOMB 
45.577.020 
Bill McAlister 
02/15/84 
Twin Galaxies 
Ottumwa, 1A 

MAT MANIA 

5,000,150 
RAC Carpana 
12/01/86 
Fascination 
New York, NY 

MiSSiE COMMAND 
69,739,020 
Vi ctor All 
01/21/83 
Cinedome 7 
San Francisco, CA 

LUNAR LANDER 

3,470 

Mkheal Mize 
08/01/82 
Hyperspate 
Havelock, NC 

MAYHEM 2002 

10,200 
David Leiqht 
02/27/85 
Fun Factory 
Honolulu, HI 

MONACO GP 

9,999 

Robert Paguette 
03/1 2/82 
Star Castle 
Smithfield, Rl 


MOON PATROL 

1,214,600 
Mark Bobichek 
03/11/83 
Golfland 
Mt View, CA 

MS PAC-MAN 

874,330 
Chris Ay ra 
06/27/85 
Johnny Zee's 
Victoria, BC (Q 

NY CAPTOR 

9,999,990 
Robert Halbasch 
02/07/87 

M&M Putting Green 
Blytheville, AR 

MOON SHUTTLE 

30,870 

Mcke Perez 

12/06/82 
Bun&Games 
Kenosha, Wl 

MUNCH MOBILE 

2,035,540 
Ivan Luengas 
06/07/83 
Aladdin's Castle 
N Miami Beach, Ft 

OMEGA RACE 

3,290,900 
Thomas Gault 
09/12/86 
Tom's Arcade 
Duluth, MN 

MOON WARS 

83,830 
Tracy Miller 
01/28/83 
Bun&Games 
Kenosha, Wl 

MYSTIC MARATHON 

4,000,000 
Clay Bostick 
10/08/84 
Space Station 
Anchorage, AK 

OUTRUN 
52,897,690 
Richard Jackson 
02/21/87 
Le Fun 
Austin, TX 

MQTORACE USA 

2,058,300 
Lyle Holman 
N/A 

Twin Galaxies 
Ottumwa, IA 

NATO DEFENSE 

1,11 3,000 
Paul Barrette 
12/18/82 
Pot Of Gold 
Kenosha, Wl 

PACK RAT 

910,875 
Jeff Peters 
03/20/86 
Camelot 
Anaheim, CA 

MOUSETRAP 

61,366,060 
Sill Brabham 
07/23/83 
Take Ten Corp 
Dublin, GA 

NAUGHTY BOY 

5,345,060 
Kim French 
04/21/83 
Electric Pazzazz 
Trail, SC (C) 

PAC-LAND 

874,330 
Scott Hrlty 
06/27/86 
Aladdin's Castle 
Wintersville, OH 



M'atthe 



THE &OOK 


packman 

3,197,360 
Tim Balderamos 
0 1/28/83 

Long's Arcade 

Rapid City, SD 

PAC-MAN PIUS 

3.213,900 
Shannon Ryan 
08/12/83 
Starship Video 
Upland, CA 

PAPERBOY 

U 36,435 
John Philip Brett 
06 / 28/86 
Aladdin's Castle 
Dei Amo, CA 

PENGO 

1,011370 
Rodney Day 
08 nMi 

Olympic Bowling ctr 
Canberra (Australia) 

PHOENIX 

907,620 
Mark Gotfraink 
03/07/83 

CJ overleaf Mini Goff 
IV Miami Beach, FI 

PLEIADES 

1,164,900 
Patrick Orr 
0&23/82 

Galaxy Video Games 
Charlotte, NC 

POLARIS 

791,800 
Cyril Her ridge 
N/A 

Xing Arnus 
Grandhawk, NFDL {Q 

POLE POSITION 

67,260 (213.84 sec) 

Les Lagier 
N/a Video Paradise 
San Jose, CA 

POLE POSITION II 

81,870 (Test) 

Jeff Peters 
05/24/86 
Galaxy Arcade 
Cucamonga, CA 


POLE POSITION II 

70,050 fSujuka) 
Kelly Weaverling 
04/04/84 
Space Station 
Anchorage, AK 


PULSAR 
68,350 
Tracey Miller 
05/26/83 
Bun&Games 
Kenosha, Wl 

PUNCH-OUTfl 
15,999,990 
RAC Carpana 
12/13/86 
Playiand 
New York, NY 

Q8-3 

175,380 
Allan Jackson 
Q2/26/B3 
20th Century 
Bowling 
Chicago, IL 


RALLY-X 

167,870 
Chris Ranalla 
12/28/82 
Escape Hatch 
Parkersburg, VW 

REACTOR 

10,156,922 
Ron Heaney 
11/13/83 
2anadu 

Stream wood, IL 

RED ALERT 

24,260 
Steve Harris 
03/31/83 
NKC Pro Bowl 
Kansas City, MO 



PON-POKO 

133,940 
Larry Young 
03/14/84 
US Enterprise 
Ottumwa, i A 

POOYAN 

1,609,250 
Mark Kinter 
12 / 16/83 
Video Mania 
Parkersberg, VA 

POPEYE 

1,439,430 

Orlando Acmia Diaz 
09/27/83 

Biack Hole Htimaco 
Puerto Rko 

POT OF GOLD 

t, 113,320 
Eddie Leech 
17/30/82 
Play It Again 
Lenox, IL 


POLE POSITION II 

78,900 (Fuji) 
Lloyd Dahling 


Space Station 
Anchorage, AK 

POLE POSITION If 

75,390 (Seaside) 
Jeff Peters 
06/28,86 
Aladdin's Castle 
DeJ Arno, CA 


POWER DRIVE 

170,900 
Tim Uyeda 
01/18/87 

LA Airport Hilton 
Los Angeles, CA 

PROFESSOR PAC MAN 

999,990 
Greg Gunter 
12/09/83 
Wizard's 
Peoria, IL 


QBERT 

33,073,520 
Rob Gerhardt 
1 1/25/B3 
Bim's Place 
Lloyd minster 
AlbtfC) 

OIX 

1,666,604 
BiN Camden 
N/A 

Galaxy I 
Lynchberg, VA 

QJX I) 

676,185 
Daniel Chilton 
07/18/82 
Gaslight Pub 
PJeasantville, NJ 

QUANTUM 

2,1 16,240 
Edward Carpenter 
12/02/83 

New World Novelty 
Toronto, Ont (C) 

radarscope 

117,300 

Todd Anderson 

03/10/82 

N/A 

Ottumwa, IA 

RADARZONI 

359,000 
Tom Torrez 
03/12/83 
Earth Station I 
Antioch, CA 


RED BARON 

330,150 

Richard Watson 
12/26/83 

Electronic Corral 
Lakewood, CA 

RED CLASH 
64,100 
Mark Hoff 
03/13/83 
US Enterprise 
Ottumwa, I A 

RENEGADE 

236,650 
Todd Houston 
72/06/86 

Nermosa Arcade 
Hermosa fleach, CA 

RESCUE 

606,235 

Grant Kupfer 

12/15/83 

High Spot 

Edmonton, Albt (C) 

RETURN OF THE JEDl 

1,938,010 
Mike Sullivan 
06/28/85 

Huish Family Fun 
Upland, CA 


RIP OFF 
92,890 (Doubles) 


RIVER PATROL 

1,245,000 
Sean Looney 
N/A 

Galaxy Video 
Mesa, AZ 

ROAD RUNNER 

2,287,420 
Made Haber 
12 / 10/86 
Fascination 
New York, NY 

RO&BY ROTO 

518,250 
Colin Hageney 
01/05/B3 
U-T ute-M 
Houston, TX 

ROBOTRQN 

348 , 691,680 

Brian King 
07/03/83 
The Palladium 
Durham, NC 

ROUND UP 

T 94,900 
Chris Peterson 
02/73/83 
BunA Games 
Kenosha, Wl 

ROUTE 16 

40,200 
Phil Satterfa 
05/09/82 
Hyperspace 
Havelock, Ne 

RUSH N' ATTACK 
447,140 
Dave Lopez 
06/28/86 
Aladdin's Castle 
Casper, Wy 

RYGAR 

2,954,940 
Donn Nauert 
03/02/87 
Le Fun 
Austin, TX 

SARGE 

137,575 
Dale Klaus 
06 / 28/86 
Aladdin's Castie 
Houston, TX 

SATAN'S HOLLOW 

25,326,225 
Mike Ward 
02/04/84 
Odyssey 
Madison, Wl 

SCRAMBLE 

999,250 
John Norman 
12/06/82 
Light Years 
Amusement 
Wrightsville Bch, NC 

SECTION Z 
1-694,630 
Stephen Wimmer 
09/30/86 
Le Fun 
Austin, TX 


SIDE ARMS 

Sar 3 ®**- Hr 

££«"“• College Ar«d 

M Los Angeles, <. 


SINISTAR 

761,305 
Chris Emery 
11/23/83 
Saratoga 

Winnipeg, Man (Q 

SLITHER 

787,830 
Mich eal Weber 
02/19/83 
Bun&Games 
Kenosha, WP 

SNAP JACK 
58,080 

Mark Cothran 
07/07/83 

Galaxy Video Games 
Charlotte, NC 

SOLAR FOX 

1,763,700 
RusseN Palmer 
03/12/83 

Gaiaxy Family Arcade 
Estervilie, IA 

SOLAR QUEST 

200,850 
Tony Vandecar 
N/A 

Video Challenge 
Lamont, IL 

SON SON 

3,104,200 
Jeff Peters 
01/16/86 
Galaxy Arcade 
Cucamonga, CA 

SPACE ACE 

770,866 
Steve Joseph 
02/05/84 
Starship video 
Upland, CA 


SPACE DUEL 

623,720 
David Plummer 
01/28/83 
Midtown 
Amusement 
Regina, Sas (Q 


SPACE DUNGEON 

10,505,915 
Ron Lilly 
07/26/83 
Video Champ 
Des Moines, IA 

SPACE FURY 

222,599 

Loren Hawklnson 
04/20/82 
Fun-N-Games 
Hamilton, MT 


SPACE HARRIER 

37,077,900 
Richard Hunter 
06/26/86 


Aladdin's Castle 
De l Amo, CA 


SPACE INVADERS 

29,090 
Sonny Shorn 
06/27/85 
Johnney Zee's 
Victoria, BC (Q 


SPACE INVADERS 
DELUXE 

425,230 
Matt Brass 
09/16/82 

Modern West Bar 
Helena, MT 



SPACE ODYSSEY 

2,559,000 
Curtis Gaskill 
04/01 

Hyperspace 
Havelock, NC 

SPACE PANIC 

48,S60 
Kevin Clark 
03/13/83 
Residence 
Columbus, OH 

SPACE TACTICS 
3 , 285,800 
Dan Salinas 
10 / 26/82 
Cosmic Palace 
Napa, CA 

SPACE WARS 
19 

Micheal Mize 
08/21/82 
Hyperspace 
Havelock, NC 

SPACE ZAP 

230.000 
Mike iones 
01/14/83 
YMCA 
Ottumwa, IA 

SPECTAR 

151.000 
Scotty Williams 
09/1 3/82 

Light Year's Am us 
Wrightsviite Bch, NC 

SPEED HUMBLER 

106,500 
Dorm Nauert 
02/12/87 
Le Fun 
Austin, TX 

SPIDERS 

1,535,000 
Bill Miilis 
09/17/83 
Space Station 
Wilirnington, NC 

SPRINT It 

158 

Cindy Ingle? 
12 / 12/82 
Twin Galaxies 
Ottumwa, I A 

SPY HUNTER 

9312,590 
Paul Dean 
06/28/85 

Hutsh Family Fun 
Upland, CA 

STAR CASTLE 

7,842,950 
David Palmer 
N/A 
Phil's 

Lakewood, CA 


STAR FIRE 

9,780 

Laura Curran 
01/04/82 
Hyperspace 
Havelock, NC 

STAR GATE 

71,473,400 
Roger Magnum 
04/08/8 3 
Outer Limits 
Durham, NC 

STAR RIDER 

535,960 
David Palmer 
12/20/84 

The Game Room 
Citrus Heights, CA 

STAR TREK 

100,067,500 
Tim Collum 
08/28/83 
Video City 
Dayton, OH 

STAR WARS 
300,007,894 
Robert Mrutzek 
01/22/84 
Fascination 
New York, NY 

STOCKER 

53,970 
Cody Joens 
06/28/86 
AJ ad din's Castle 
Rochester, MS 

STOMPIN' 

1,013,250 
Keith Donnelly 
10/10/86 
Grand Prix 
Ft Lauderdale, FL 

STRATEGY X 
53,999 

Mark Peterson 
04/13/83 
Sun 6 Games 
Kenosha, Wl 

SUB-ROC 3-D 
1,049,700 
David Palmer 
10/28/84 

The Game Room 
Citris Heights, CA 

SUPER BASKETBALL 

1,394,930 
Tim McGuire 
06/28/85 
Space Station 
Anchorage, AK 

SUPER COBRA 

198,470 
Matt Brass 
07/26/82 

Godfather’ s Pizza 
Helena, MT 


SUPER MARIO BROS 

3,055,800 
Stephen Sparks 
01/27/87 
Le Fun 
Austin, TX 

SUPER MISSLE 
ATTACK 

86,315 
Tim Shea 
N/A 

Straw Castle 
Smithfield, RS 

SUPER MOON 

CRESTA 

38,210 

Robby Jensen 
05/01/83 
Bun&Games 
Kinosha, Wl 

SUPER PAC-MAN 

855,940 

Bill Deluca 

06/27/85 

Big Mouth Pizza 

Co Ionia, NJ 

SUPER PUNCH-OUT I! 

182,580 (1st 5 Fights) 
Sean Jensen 
06/27/85 
Space Station 
Anchorage, AK 

SUPER ZAXXQN 

339,750 
Greg McLeod 
07/25/33 

Back Street Amus 
Halifax, NS (Q 

SWIMMER 

92,430 
Steve Harris 
03/23/B3 
NKC Pro Bowl 
Kansas City, MO 

TAC-SCAN 

100.524.200 
Chris Rollestow 
1 1/03/83 
Gold Mine 
Durham, NC 

TAIL GUNNER 

14.200 

Scott MonfiH 
N/A Cosmic Palace 
Napa, CA 

TAZZMANIA 

1,325,180 
Scott Hurley 
06/16/33 
Mission Control 
Racine, Wl 

TAPPER 

9,068,625 
Mike Ward 
06/28/86 
Aladdin's Castle 
Madison, Wl 


TAR6 

89,480 

Paul Boisdair 

03/17/84 

Celebrity Fun Ctr 
Trail, BC (C) 

tempest 

1,723,329 

Hector Cruz Vazquez 
07/30/83 

Rue h to Supermarket 
Humacoa, Puerto Rko 

TEN- YARD FIGHT 

678,700 
Julian Rignall 
08/15/86 
Royal Pier 

Aberystwyth, Dyfed 

THE END 

47,080 

Perry Rodgers 
N/A 

Cosmic Palace 
Napa, CA 

THE PIT 

162,500 
James Adams 
06/27/83 
Panic Button 
Abilene, TX 

THIEF 

9,456,120 
Mike Zlara 
04/25/83 
Golden Dome 
Salisbury, MD 

THREE STOOGES 

2,850,000 
Mark Haber 
11/06/86 
Space Station 
New York, NY 

TIGER HEU 
659,960 

George Cifrands Ml 
06/27/86 
Aladdin's Castle 
Steubenville, OH 

TIME PILOT 

15,000,000 
Jeff Peters 
09/25/83 
Starship Video 
Upland, CA 

TIME PILOT '84 
463,300 

Samantha Johanik 
09/22/85 
Aladdin’s Castle 
Des Monies, IA 

TOP GUNNER 

561,000 
Rich Frost 
12/19/86 

Hermosa Arcade 
Hermosa, CA 

TRACK 8 FIELD 

95,040 (1st round) 
Kelly Kobashigawa 
06/26/85 

Huish Family Fun 
Upland, CA 

TRON 
12,883,638 
Robert Boon^y 
07/09/83 

Wi z a rd's Vi d eo M ag i c 
Kirkland, WA 


TROJAN 

512,600 

Danny Carranza 
05/07/86 
Captain Video 
Westwood, CA 

TUNNEL HUNT 

821.330 
Chris Randall 
02/24/84 

Amusement Crossing 
Charlotte, NC 

TURBO 

154.330 

Garlln Bullard Jr 
05/08/83 
just for Fun 
Villa Park, IL 

TURKEY SHOOT 

2,358,550 
Jeff Peters 
05/05/87 

Dungeon's Arcade 
Fullerton, CA 

TURTLES 

32,950 
Rick Penick 
02/25/32 
Twin Galaxies 
Ottumwa, IA 

TUTANKHAM 

1.736,140 
Mark Robichek 
11/12/83 
Galaktkan 1 
San Jose, CA 

TX-1 

277,400 
David Palmer 
10/02/64 
Scandia 

Sacramento, CA 

UNI-WARS 

49,990 
Ed Clifford 
N/A 

Boardwalk Games 
Palm Harbor, FL 

UP 'N' DOWN 

547,900 
Sean Jensen 
12/21/84 
Space Station 
Anchorage, AK 

VANGUARD 

317,330 
Thomas Chaka 
06/27/86 
Aladdin's Castle 
Wharton, TX 

VENTURE 

325,020 
Ed Kopp 
08/10/83 
Another Galaxy 
McHenry, IL 

VERTIGO 

595,028 
Donn Nauert 
Q6/2S/86 
Aladdin's Castle 
Cedar Rapids, I A 

VICTORY 

999,999,999 
Marshall Blythe 
09/13/82 

Light Year's Amus 
Wrightsville Bch, NC 


VICTORY ROAD 

1,321,020 
Stan Cejka 
03/10/B7 
Le Fun 
Austin, TX 

WACKO 

1,608,100 
Steve Harris 
03/31/83 
NKC Pro Bowl 
Kansas City, MO 

WARLORDS 

627,250 
Mike Ferguson 
02/09/33 
Omega 
Napa, CA 

WILD WESTERN 

1,099,900 
Richard Eldridge 
O8/05/S3 
Bim's Place 
Lloydminsler, 

Albt (Q 

WIZARD OF WOR 

1.215.000 
Linda Cappel 
06/09/83 
Zippo's Arcade 
Sioux City, I A 

WIZARD OF WOR 

801.00 (Team) 

D Bauer 'Mike McGee 
01/18/83 
Another Galaxy 
McHenry, IL 

XEVIOUS 

9,999,990 
Don Morlan 
06/28/83 
Arnold's 
Seattle, WA 

ZARZON 

48,720 

Steve Weirzbecki 
□1/16/82 
Bun&Games 
Kenosha, Wl 

ZAXXON 

3,839,550 
Eric Burch 
04/G9/B3 
Chuck E Cheese 
Waco, TX 

ZEKE'S PARK 

792,650 
London Piklor 
N/A 

Another Galaxy 
McHenry, IL 

ZOAft 

1,167,170 
Eric Hanna 
07/12/83 
Odyssey Amus 
Madison, Wl 

ZOO KEEPER 

20,063,920 
Jack Gale 
06/28/85 
Fun Factory 
Atlanta, GA 

ZZYZZYXX 

1,068,010 
Kris MacLillivray 
03/13/84 
Electric Pazzatz 
Trail, BC <C) 



